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Ass-stompin’ aliens have landed 
; in futuristic Los Angeles, and 
the humans suddenly find 
themselves atop the endangered 


species list. The odds are 


a million-to-one, just the way 


Duke Nukem likes it! 
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his well-worn adage holds particularly true for the computer entertain- 
ment field where the difference between success and failure is fre- 
quently based on the originality of ideas and the ability to execute 
them. The PC gaming industry has seen its fair share of concepts dur- 
ing the past several years with the market for entertainment software 
literally exploding. From the early days of text-based adventures to 
today’s current crop of graphics-laden adventures and fast-action 
blasters, the industry has rarely been at a loss for creative thinking or 
the thinkers with the ability to bring them to life. Now that the base of 
enthusiasts looking for new thrills from their PC has grown to its pre- 
sent proportions, the chances that even better games will see the light 
of day has never been better. 

Creating entirely new genres of gaming, as Doom has done, is a goal 
for many and a reality for few. While some are content to build upon 
themes established by others, those who are able to contribute new 
visions, and consequently shape the direction that an entire industry 
travels, is a prize with rewards that make the extra effort worthwhile. 
Breaking out of the mold may not be easy, but it defines the spirit of the 
professionals that make up this exciting business. 

Which brings me to the reason why I’m adding my voice (and confis- 
cating the editor’s page) to this issue of Computer Game Review. Over 
the past several years CGR has consistently been viewed as the lead- 
ing magazine of product analysis and comprehensive software cover- 
age. No other magazines supplies readers with multiple opinions or 
provides ratings that can be understood and relied upon like the one 
you now hold in your hands. But in the same spirit as the industry which 
we cover, CGR is taking a bold step forward that will help us define the 
gaming landscape and provide a richer reading experience to fans of 
computer gaming. 
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THE ONLY CONSTANT IS CHANGE 


April, 1996 - Volume 5, issue 8 
A SENDAI PUBLICATION 


In the months ahead you'll find Computer Game Review bolder than 
ever before! Each issue will not only include the hard-hitting multi-per- 
son reviews that you’ve come to count on from CGR, but also a wide 
array of additional features including behind the scenes information as 
well as interviews with the people who make the magic happen! You'll 
see more coverage of the hottest games as well as extra attention for 
those titles that deserve a second look. All this and more will come your 
way each month in a bold new format that organizes the opinions and 
insight and puts all the information at your finger tips. 

In charge of this new look will be a new face - sort of. Tasos Kaiafas, 
who has previously contributed to Computer Game Review as both 
Associate Editor and Reviewer, will step into the big shoes surrounded 
by a team of familiar industry professionals whose insight is second to 
none. CGR has gathered the best editors from throughout the gaming 
biz to bring you the best coverage of the hobby we enjoy so much. 

Beginning with this issue, Computer Game Review is also the most 
widely read magazine in the category, with more than 200,000 hard- 
core gamers getting the most reliable reviews and gaming information 
available from one source! If you’re new to CGR, let us know what you 
think by dropping us a line at Letters To the Editor, Computer 
Game Review, 1920 Highland Avenue, Suite 222, 
Lombard, Illinois 60148. CGR is your magazine and any com- 
ments you might have would be greatly appreciated. 

Now sit back and enjoy the leading magazine of PC 
gaming...Computer Game Review! 


Steve Harris 
Publisher 
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STORY LINE, AND 
SOUND EFFECTS AND ! 
MUSIG GREATE A GOMPLETE 
GAME EXPERIENCE.” 


PG ENTERTAINMENT 


“THE DIG IS YET ANOTHER 
FUN AND REWARDING — | | 
ADVENTURE GAME FROM 

THE MASTERS OF THE GENRE. 


A Deep Space 
COLLABORATION Wl 


http://www.treasurequest.com 
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est at these and other leading computer software retailers: : 
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Here’s the plan: A rich prof 
distilled a totally ace mystery 
called Treasure Quest. He was 
so sure it was unbustable, he 
left a million bucks in his will 
to the first brain-banger good 


enough to solve it. 


Not so fast, brainiac. You may 
have cracked other CD-ROM 
puzzles, but Treasure Quest is 
uphill all the way. Search the 
professor's extreme 10 room 
mansion to discover clues. Be 
clever and Terry Farrell, star of 
TV’s Star Trek: Deep Space 
Nine, will show you the way. 
Listen to the clues on the 
audio CD of the original 


soundtrack. 


Use your skills. Go for the 
| igobuds. Take the Treasure 
Q est challenge. Find the 

ch es. § olve the mystery. And 


©1996 Sirius Publishing, Inc. Treasure Quest is a trade 
Developed by Soggy in Seattle Productions, IncyWVeid wher 
apply. See participating stores for details. Contest ends wher 
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it | nd INCORPORATED 
4. Rules and restrictions 


‘no later than 12-31-99, 
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initialize 
The staff rotates again, but this time, the 


reviewing staff is staying the same. What 
changes lie in store in the months ahead? 


Letters 


More readers write in to disagree with past 
reviews, others ask for advice and still others 
have random complaints. 


NEWS 


The hottest news from around the industry. 
Find out who’s doing what to whom and why 
they’re doing it. 


Reviews 


Take 2 ships Ripper, Capcom goes on a Fox 
Hunt, Mindscape puts out Angel Devoid and 
lots more. 


Hardware 


All of those pinball games were sure to spawn 
some hardware sooner or later. See who’s 
releasing It... 


Add-Ons 
& Info 


With all of the Doom II add-ons, it was only a 
matter of time before id and GT Interactive got 
into the act. 


Previews 


LucasArts takes SimCity games to Hell with 
the upcoming release of Afterlife, a builder with 
eternity in mind. 


Ghost in the 
Machine 


The Ghost rounds up his series of columns 
with a final farewell to faithful readers 
everywhere. 
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They created a style, they packed in cool toys 
with their games and they disappeared. What 
ever happened to the people behind the weird- 
ness that was Infocom? 


(alludes Giolbhali icka;ciece Reta 
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RESEARCH - 


BLOOD & 
MAGIC 


Interplay has finally announced the first title in 
its upcoming line of licensed products using 
TSR’s Forgotten Realms system. To the 
surprise of many, the first game is not a role- 
playing game, but a strategy title. CGR goes 
behind the scenes to find out what will happen 
next and what went into the making of Blood & 
Magic. 
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CREATE YOUR MAGE ® 


SEE ENEM ASAL GOLEM 
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, The hit video, 
| it our website at Nttp: 


Enter the challenging, mind-altering world of Rayman. 


and you just might find yourself in a place beyond any gamer’s wildest imagination! 
Win) the £3 Extravaganza and Ubi Soft Entertainment | , 
will fly you and a guest to Los Angeles for the biggest show in the gaming industry, 


May 16-18th. you'll receive plane tickets 
(from anywhere in the continental U.S. to LAX), hotel accommodations, wn. 


E3 passes and spending money! 


Here's the deal... 


Once you've solved the puzzle, tear it out along with the registration card, and MAIL 
USING YOUR OWN ENVELOPE BEFORE APRIL 20, 1996 TO THE ADDRESS LISTED BELOW. 


IF YOU DIDN'T RECEIVE A DEMO OR NEED ANOTHER ONE, JUST CALL 1-800-UBI-SOFT! GOOD LUCK! 


“a ' Contest Rules: 1. No Purchase Necessary: To enter, mail the completed puzzle and questionnaire in your own envelope to: Ubi Soft E3 Extravaganza, 80 East Sir 

Francis Drake Blvd., Ste. 3E, Larkspur, CA 94939. No purchase or payment of any money is necessary to enter. One entry per household. All entries must be hand- 

written. Mechanically reproduced entries will not be accepted. Entries must be received by April 24, 1996. All entries become exclusive property of Ubi Soft 

Entertainment and will not be acknowledged or returned. One prize winner will be notified by phone. Odds of winning will be determined by the number of valid 

entries received. Sweepstakes open to residents of United States and Canada only. Void in Rhode Island and Quebec. Winners shall sign an affidavit of eligibility/release 

of liability/prize acceptance within 7 days of notification or they will forfeit prize. For more information call: 1-800-UBI-SOFT. 1995 Ubi Soft Entertainment. All Rights 
Reserved. All other trademarks are property of their respective holders. Must be 18 years or older to win. 
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Demo Questions 


You do this to make the valuable purple fruit fall. 
©3> There is an extra one of these hidden on the platform ee 
~ 


above the wooden hand. \ 
fo 


@Q> What piece of gold do you get if you float on the purple fruit? 
5» How many hidden cages are in this demo? 


GP (down) Rayman will scream if you _—_too far over N& wz. @; Io aa: ~ 
the side of the platform. | : < 28 ~ | 8 Sr PL | 
6» (across) When you press the X button on your keyboard, ge a a ae : 


what is it that Rayman sticks out to scare the taller quards? 
© What kind of slimy animals do you have to dodge when you are 
climbing the pink and purple vines? 
@B> Go to the Ubi Soft web site to learn the game's codes. 
(http://www.ubisoft.com) 


oBechcl 


Name 


Address 


Phone | Magazine 
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MINDSCAPE 


© 1995 Mindscape, Inc. All rights reserved. © 1995 Electric Dreams, Inc. All rights reserved. Mindscape is a registered trademark and the Mindscape logo and Face of the Enemy are trademarks of Mindscape, Inc. All other registered trademarks and trademarks are the property of their respective holders. 
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When We 


review a game like the 11th Hour, as 


we did in the January issue, we 
expect mail regardless of what we 
say about it. One reader dissents 
regarding our objection to the time it 


took to move around anywhere in the 


game. 
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990 Highland Ave. 
Suite Ada 
omBAKD, IL b0l4¥ 
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11th Hour & 
Hardware Help 


To start things off, I’d like to say 
that | slightly disagree with your review 
of The 11th Hour (Jan. 96). Although 
the puzzle animations do take their 
sweet time, you have to give credit 
where credit is due. Virgin and 
Trilobyte spent two long years creating 
those animations, so try to forget 
about game play for just a few minutes 
and try to enjoy the lovely pictures dis- 
played on the monitor. I’m sure you'll 
come up with some stupid argument to 
battle my statement, but | guess 
there’s nothing | can do to stop that. /I 
was planning on being nice in my 
response, but since you demand stu- 
pid, so be it! -ed] 

Now that I’ve got that off my back, 
I'd like to ask you a few questions con- 
cerning CD-ROMs. | recently received 
LucasArts’ latest adventure The Dig as 
a Christmas present. It works very well 
with my 486/66 with only 8MB RAM. 
The sound effects are great and the 
animation is very smooth. But, alas, | 
have one problem. The loading time is 
horrendous! It takes at least 10 to 25 
seconds to load a normal screen (later 
in the game), while it takes up to 45 to 
60 seconds to load an animated 
screen. It not only cripples the game 
play, but it also really bugs me! 

| consulted the Technical Guide that 
came with the game, made a boot 
disk, unplugged my joystick (like it 
suggested in the manual), and even 
lowered the speed setting on my game 
card. The outside of the box suggests 
a dual-speed CD-ROM drive (MPC 
Level 2-compliant). My system meets 
those requirements, but | still think my 
problem lies within my CD-ROM. | 
have a dual-speed CD-ROM drive 
which runs all my other games just 
fine (Rebel Assault Il, Dark Forces), 
but I've considered buying a quadru- 
ple-speed CD-ROM. Since The Dlg 
runs directly from my CD-ROM drive, | 
figured a faster CD-ROM would run 
the game faster and more efficiently. 

I’m not really sure about that, so I’m 
writing to ask you your opinion. I’m not 
going to go out and spend $200 for 


nothing. And finally, if my problem isn’t 
with my CD-ROM, then what is it? 
Aaron Allen 

Bountiful, UT 
P.S. | think The 11th Hour is a great 
game and | think you should have 
given it at least an 82 or 83. Just my 
opinion. No harm done! 


and then lands where you want it to. 
Each move takes a couple of seconds. 
That breaks my concentration and 
makes it difficult to plan moves in 
advance, since | find it distracting. I’d 
like to be able to move the pieces 
quickly. 

2) The mouse m 


hen you lose, 


er The 11th Hour offered some cool puzzies and a few scares, but did so at 


the price of trying the players’ patience. 


CONCERNING THE 11TH 

Hour, yes the artists spent a good long 
time creating all of that animation. And 
much of it is very nice to look at. | per- 
sonally don’t mind the time it takes to 
walk down a hall or to turn around. 
What bothers me is the animation 
inside a puzzle or when a puzzle 
resets. Two examples: 

1) The chess puzzle where you have 
to switch the positions of the white and 
black knights—each time you move a 
knight, it goes off the board, pauses, 


all of the pieces drop out of sight one 
at a time, then reappear one at a time. 
This takes at least a minute. 

In both cases, these are hardly 
‘lovely pictures.” They're boring ani- 
mations that simply waste the gamer’s 
time. Allowing me to skip through 
things like that will make me happier 
as a gamer and will make me more 
willing to sit through the other non- 
interactive sequences in the game. 
Remember, |’m playing this because | 
want to play a game, not because | 
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want to see really cool animations. 
Good animation is nice, but it’s not the 
point. If | want really cool animations 
only, I'll watch my videotape of 

and Gromit. 

onse to your CD-ROM ques- 
tion, a quad-speed drive would cer- 
tainly improve your situation. However, 
there are a couple of other (free!) 
tricks | might suggest first. Load times 
are a big drag; Wing Commander III 
proved that. First off, I’m assuming 
you're running the game under DOS 
(you didn't say, so | have to do this). 
Although the Tech Manual says not to 
load SmartDrive, have you tried it? | 
found no timing problems, except in 
the speech. Turn the speech off and 
go with text. This solves your timing 
problems and gets rid of the really 
annoying voices. If you want to keep 
the voices, try using SmartDrive with 
the /doublebuffer switch (consult 
DOS'’s help app for assistance). Again, 
it may solve your problem, or not help 
at all. A quad-speed drive will transfer 
data (theoretically) twice as fast as a 
double-speed, but try the above tricks 
first. 


Portable Fun 


| write you not to get my letter pub- 
lished, but for sincere advice. | am on 
the verge of attending college and my 
father has agreed to buy me a com- 
puter to help me with my school- 
work...and to play games (but he’s not 
real big on that idea). 

Now of course, to help with my edu- 
cation is first priority, but | do want a 
computer that can handle all the 
super-fast games of today as well. My 
father is interested in a notebook com- 
puter and has told me the Pentium 
type can run all the games the regular 
work station computers can. But...can 
they? | mean, if | plugged into a larger 
monitor would everything basically be 
the same with a first-rate portable as 
with a first-rate work station type as far 


aes Let your mouth water away at this tasty picture of Wing Commander IV, served Texas-style, slathered in sauce. 


Juicy to a fault! 


as games go? 

If they do, can you give me the 
names of some real good ones that 
will play the games | want to play; i.e. 
WC4, Daggerfall, etc.? And if they 
don't... guess I'll have to spend my 
college years gameless. 

D.B. 
Pipe Creek, TX 


IT IS TRUE THAT A GOOD 
portable will run everything that a good 
work station will run. I've seen very 
high-end games demoed on a portable 
that was simply plugged into a moni- 
tor. SO, yes, if you want to go the 
portable route, it’s doable. 

My question is “why would you want 
to?” I'm not a big laptop fan—l’d rather 
have the regular-sized system sitting 
on my desk than a dinky one on my 
lap. You could, say, buy a Pentium 
laptop and a regular monitor and plug 
the one into the other for games or 
working at home, but why not buy a 
regular system? The portability of the 
laptop is nice, but do you really want 
to give up a regular keyboard, a real 
mouse and all of that? 


Help from 
Abroad 


Let me start by saying | enjoy your 
magazine and your honest reviews to 
the utmost. The candor of your staff is 
outstanding! Most mags will bow to 
their advertisers, but not you. GOOD 
JOB! Now, enough cheesing, on with 
the letter. This letter is more for me to 
vent than anything else. 

The guy who wrote the “Pro Pirate” 
in your December '95 issue made NO 
sense! What in the world was he talk- 
ing about!!?? Is he suggesting traffic 
violations are the same as software 
piracy? If anything, | have become 
DUMBER for reading that letter. Here 
we go. | am going to put in my two 
cents worth on piracy. With the rising 
cost of software (games are usually 


the cheapest), | am surprised piracy 
isn't more prevalent. The average 
game, to my knowledge, usually costs 
between $40 and $50. There are 
some games, Star Trek: The Next 
Generation, that cost upward of $70! It 
is frustrating to see these rising prices. 
However, if | cannot afford it, | don’t 
get it! Piracy only contributes to the 
rising cost of software. Granted, some 
software like Windows 95 is NOT 
cheap. | believe that after all is said 
and done, most people will spend 
about $499 on software to augment 
Windows 95. | will not steal, pirate or 
otherwise contribute to the tremen- 
dous cost of software these days. 
Please folks, realize what you are 
doing! You are only hurting yourself in 
the long run. 

Recently, | have been stationed here 
in Heidelberg, Germany. Software 
coming into Europe (in English) is slow 
at best. AAFES (Army Air Force 
Exchange Service) is not exactly com- 
puter oriented. Reading your mag just 
makes my mouth water at all the 
prospects that | will probably NEVER 
see. WCIV, ya right! Quake, maybe in 
FY 99. MechWarrior II, not on your life, 
buddy! | wish that software was just a 
touch more accessible. | usually order 
it or have a parent in the States buy it. 
| am asking, since you MIGHT 
know...where are some good software 
outlets near here? Remember, it 
REALLY needs to be in English. 

| have a VERY serious set of ques- 
tions. ONe of my CDs of WC III went 
bad! How do | go about getting a 
new/fixed one? Will Origin send to an 
APO? Is this a fault of storage, bad 
luck or operator headspace? Should | 
send in all of the CDs or just the bad 
one? Does Origin have an e-mail 
address | can write to? (| am not on 
the Internet, it is WAY too expensive 
over here!) Does Origin replace the 
CDs, fix ‘em or what? Okay...1 know 
most of these are probably self- 
explanatory, but | JUS’ DONNA 
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KNOW! 

On a final note, thanks! You guys 
have one of the best gaming mags! By 
the way, is a Pentium 90 “middle of 
the road” as far as testing purposes? 

Jim Garvin 
APO AE 
Heidelberg, Germany 


Always nice to hear from the people 
who ve dedicated a few years to keep- 
ing the world safe. 

Regarding Mr. “Pro Pirate,” | couldn't 
agree more. Also, | can not adequately 
describe my reaction to reading your 
“getting dumber’ comment. Suffice it to 
say that | was drinking a Diet Coke at 
the time and | had to clean up my 
wastebasket after. Games are costly. 
50? So is all entertainment. Looked at 
the prices of concert tickets lately? 
How about the theater? Movie tickets? 
All expensive. Does that mean it’s 
okay to buy one ticket and have the 
person who goes in legally open the 
side door for the rest of us? No. 
Computer games are priced fairly. 
Asking someone to pay $40 or $50 or 
even $70 for something that they get a 
number of hours of entertainment out 
of is a fair price. If you don’t think so, 
don't play and don’t buy. Spend your 
money elsewhere. But if you play, pay. 
There is NO justification for stealing 
software. 

Sorry, | can’t help you find English 
software in Europe. However, if any 
readers know of someplace, please 
write in! By the way, you may never 
see Quake in Germany; the Germans 
are very picky about depictions of 
blood in computer software. In fact, 
Westwood and Virgin had to change 
the color of the blood in Command & 
Conquer to black and tell the German 
regulatory committee (or whatever) 
that the guys were actually machines 
to get the game marketed in Germany. 
Pretty neat move, though. 

Wait a second! Internet fees are 
high? Maybe for regular civilians, but 
the military built the Internet, and you 
should be able to get low-cost or free 
service through them. Check with your 
CO or give CENTEL a call. You may 
be required to fill out a bunch of forms, 
but it may be worth it for you. 

Now for your last question: if you're 
asking whether we use a P-90 as our 
middle-of-the-road system, the answer 
is no. There is no midrange for us; we 
test on everything from 486/66s up to 
a P-133. If you're looking for advice on 
buying a midrange system, then | 
wouldn't recommend the P-90. Intel is 
stopping production of that particular 
chip. Try laying your hands on a P-100 
or a P-120. 

Regarding Origin’s policy of replac- 
ing bad CDs, we tried to contact their 
tech support line to no avail. You 


PC ENTERTAINMENT MURPHY AWARD 
“Best Use of Live-Action Footage” 


AN ALL-VIDEO NAVAL 
TECHNO-THRILLER ON 4 CD-ROMS 


Distributed by Broderbund Software. 
Available at your local software retailer 
or call 800.327.1367 to order direct. 
http://www.tsumedia.com 


might try giving them a call yourself. The num- 
ber is (512) 434-4357. Actually, you might 
want to have someone in the States make this 
call for you... 


Format Changes 


| like your new format for the most part. 
Continue to bring us the best computer 
magazine at the newsstand. However, | 
have a problem with your capsule reviews. 
don’t mind the concept, but why don’t you 
tell us why the game scored the way it did 
instead of more information about the 
games’ concept? For instance, if you gave 
an adventure game an 85 instead of a 90 
because the puzzles are difficult and frus- 
trating, that might deter people from buying 
it. But if you said the puzzles are too easy, 
a whole different crowd would refrain from 
buying. The reason for scoring is a lot more 
important than how many characters you 
can be or how long the company has been 
working on it, etc. A simple “Type: 
Adventure Game” at the bottom is more 
than sufficient for most people. Also, why 
did you do your big strategy feature on 
Rebel Assault II? The score of 74 and the 
negative comments are sure to discourage 
people from buying it, so fewer people will 
need the strategy anyway. | assume this is 
because the strategy was printed before the 
reviews, but try to keep the extensive strat- 
egy features on sequels to excellent first 
games (such as Terror from the Deep or 
Daggerfall). 


Jeff Clarke 
Via Internet 


THE CAPSULE-STYLE OF REVIEWS 
is something we've just added a couple of 
issues ago. As such, naturally, not all of the 
kinks have been worked out of the system 
yet. There is a possibility of altering the 
style so that each reviewer can toss in a 
comment or two on why the game was 
scored the way it was. As you Say, the rea- 
son for the opinion is as important as the 
opinion itself. 

Regarding Rebel Assault Il, the decision 
to do the extended strategy on that game 
was made ahead of the fact. It’s an unfortu- 
nate necessity in the world of publishing 
that some things 
need to be done 
early in order to 
meet the 
inevitable dead- 
line crunch. 


Steep 
Prices 

I'm sorry to say 
| have stopped 
reading your 
magazine. This is 
a shame, 
because your 
magazine was my 
favorite of the game 
mags. There are 
several reasons. 
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The main reason is the cost. | just cannot justify 
paying $7.95 for the magazine. While you may 
feel that the CD-ROM justifies the added cost, | 
disagree. The added content is largely just demos 
and stuff | can get for free online anyway, if | had 
wanted it. 

The secondary reason is the shrink-wrap bag. | 
am a newsstand buyer and | like to be able to look 
through a magazine before | purchase it. | need to 
be able to do so. | regularly read two to three dif- 
ferent computer game magazines (including 
yours). | buy them at different places, at different 
times, and since | spend little time studying the 
cover of magazines, | am often unable to tell from 
the cover whether | have purchased the magazine 
already. A CD-ROM inserted in front of the maga- 
zine makes this even more of a problem. On at 
least two different occasions, | repurchased your 
magazine after | had already read it, and at $7.95, 
this is a lot of wasted money. Besides that issue, 
though, | think | should be able to look through a 
magazine before deciding to buy it. Every maga- 
zine has months when I’m less than interested in 
its main stories, and I’d rather be able to decide 
whether it is worth it rather than taking a chance 
every time. Combined with the repurchase risk, | 
basically started a policy where | take no chances. 
If the cover [artwork] of a shrink-wrapped maga- 
zine looks vaguely familiar, or the issue even 
seems a bit less than exciting, | default to not buy- 
ing it. 

Perhaps you could sell the magazine both with 
and without the CD-ROM? If you were to do this, | 
would be able to start reading your magazine 
again.. 

Bryon Daly 
Via Internet 


HOPEFULLY YOU HAVE found an 
unshrink-wrapped, lower-priced version of this 
issue so that you can see this response, Bryon. 
CGR has been available without the CD for sever- 
al months now. If you can’t find this version at 
your local retailer, tell them you'd like them to start 
carrying it for you. It's out there. 

The reason for the polybag should be obvious— 
without it, we'd have no way to keep the CD in 
place. | can’t help you on the repurchase thing. | 
would think in most cases, it would be pretty obvi- 
ous whether or not you've seen the issue before 
and I’m guessing there aren't that many people 
with this particular worry. 


scone OO /24d¢ 


Should Rebel Assault Il have been better than it was? Our coverage of 
the game suggests that we thought so. 
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“What’s even better than the outright speed is , fe Z 

the thoughtfulness of the design. This is fF 

probably the perfect PC for games.” er 
- Computer Games Strategy Plus 


“Perfection! 


This system is well worth the money,..” 
- Computer Game Review, 100% Rating 
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“if you want fo go all out for games, the. 
.Faicon is the best bet for your money.” 
- Computer Gaming World 


The Faicon MACH V 133 MHz 
Pentium™ - $2,995 


Standard Features as of 1/1/96: 
Intel Pentium" 133 MHz Processor - 
100% Compatible with all PC Software 

Falcon Dual Voltage PCH Bus Motherboard - 


Accepts 75-200 MHz CPU's! 

256K of 8 Nanosecond Synchronous Burst Cache - 

64 Bit P| Graphics Accelerator with | Megabyte 
1080 megabyte MODE 4 10 ms Enhanced IDE Hard Drive - 

8 megabytes of GO ms EDO RAM expandable to 128 - 
140 ms 8 Speed (Caddyless CD-ROM Drive - 

Creative Labs Soundblaster 16" & Shielded Multimedia Speakers 

CH Products Flightstick PRO" & High-Speed 


Dual Gameports 
14” SVGA Non-Interlaced Monitor, .28dp, Full-Screen 


101 Key Ergonomnic Keyboard with Wrist Rest 
3 Button Serial Mouse with Mousepad 


Windows 95” on CD 
Microsoft DIRECT X drivers for Serious Windows 95" 


Gaming Incuded! 
One Year Parts & Labor Warranty Incuding One Year On-Site 


Service 
16550 UARTS, Customized BIOS’, Temperature Sensitive Fans 


and many other unique Features! 


1-800-258-6778 
VISA, MasterCard & Discover Accepted. 


Trademarks are the property of their respective owners. Optional equipment pictured. 


Megamanufactt 


Packard Bell buys Zenith becoming giant PC maker. 


| urning on a 
computer 
sometime in 
the future 
may mean you 

will be turning on a 
Packard Bell computer. 
Recently, the world’s 
number two PC maker 
entered into a deal with 
Chicago-based Zenith 
Data Systems to absorb 
Zenith and become the 
world’s largest PC 
maker. The deal was val- 
ued at some $650 million 
and it will extend 
Packard Bell’s reach into 
Europe and Asia as well 
as solidifying its sales 
base in the United 
States. 

Currently IBM is the 
world’s largest PC maker 
burning in 4.78 million 
units in 1995, while 
Packard Bell sold 3.17 
million units according to 
the Dataquest Research 
group. Number two is 
Compaq and Zenith is way back in the 
pack selling about 650,000 machines in 
1995. But there are more fingers pie. 
NEC will become a partner so to speak 
with Packard Bell’s new megagiant as 
NEC owns 19% of PB. NEC also is fun- 
neling almost $300 million into the ven- 
ture. NEC, who is the fifth largest PC 
manufacturer is expected to join forces 
with PB and market a range of home 
and business PCs worldwide. With 
Zenith continuing to concentrate on its 
business and government sales and PB 
continuing to hold onto the home mar- 
ket, the new Packard Bell is expected to 
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snag about 13% of the overall PC mar- 
ket. Packard Bell then can use its 
megamulti-national clout to compete 
with IBM and Compaq in the govern- 
ment, business and educational markets 
which is a very healthy and uncrowded 
arena. Traditionally, PB has only tar- 
geted the home market. But there are 
some hitches. 

Packard Bell’s arrangement with NEC 
could throw control of the Sacramento, 
CA based company to the Tokyo based 
NEC. Since NEC is a minority share- 
holder they, along with Machines Bull 
of France, could covert their preferred 


ee Packard Bell, known for creating solid computer systems, is seeking to capture a greater share of the PC market with its 


new purchase of Zenith. 


stocks into common shares and reap 
more than a 50% stake in Packard Bell. 
NEC is reported as saying they would 
prefer Packard Bell to remain “adven- 
turesome” and gave no indications to 
absorb PB in two to five years. 

There is still a lot of speculation on 
Wall Street about the merger with 
memories still lingering about highfly- 
ing AST and their near financial ruin 
until they were bailed out by Korea’s 
Samsung Electronics. 

- Steven Greenlee 
This story was compiled using information from the Chicago 


Tribune, Wall Street Journal and various press wires. 


Sanctuary 
Woods, Atari 
Downsize 


Friday, Jan. 19, Sanctuary Woods laid off 
nearly one quarter of its workforce. 
Additionally, the company’s CEO, Scott 
Walchek tendered his resignation. Charlotte 
Walker, a former investment banker at Bear 
Stearns, Inc. has been named CEO in 
Walchek’s place. 

The company let approximately 23 percent 
of its workforce go primarily due to a disap- 
pointing fourth quarter. Walker commented that 
the company will be limiting its projected goals 
for 1996 in accordance to this disappointing 
end to 1995. Additionally, Sanctuary Woods is 
expected to release fewer titles than had origi- 
nally been projected. Walker suggested that 
Sanctuary Woods will be concentrating on 
“high impact product lines.” 

According to a Multimedia Newswire inter- 
view with Walker, Sanctuary Woods, despite 
the apparent turmoil, has the support of its 
bankers and shareholders. She commented 
that the company is financially sound and that 
in spite of the trend of mergers and buy-outs in 
the PC entertainment industry, neither is in the 
immediate future plans for Sanctuary Woods. 


Atari’s Tempest 2000 proved to be more 
flash than sizzle. 


Atari, once the king of the video and comput- 
er game world, has been the subject of rumors 
concerning a complete shutdown of the com- 
pany. In mid-February, Atari announced a 
merger with JTS Corp., a disk drive manufac- 
turer. Atari is currently actively seeking to 
license its video and computer game titles and 
various patents to other companies. These 
actions have led to speculation that Atari would 
soon leave the video and computer game busi- 
ness entirely. Among its holdings are the 
Jaguar system, recent creations like Tempest 
2000 for the PC, projected titles like Baldies 
and several patents. 

Reports from Atari have placed Atari's for- 
mer president of North American operations 
Ted Hoff in meetings with several of Atari’s 
major shareholders concerning taking the com- 
pany’s video game portion of its business pri- 
vate. These talks subsequently fell through 
with no action being taken. 

- compiled from Multimedia Newswire 


Sanctuary Woods’ Lion has failed to be the king of the software beasts, one possible reason 


that the company has downsized dramatically. 
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Money Trouble 


The results from Christmas ’95 are in, and at 
the retail level, they leave much to be desired 
for many companies. Among the major problems 
cited are low sales, product delays and a high 
level of returns. Egghead Software has cited 
Christmas returns of as high as 15 percent. 

One of the products most severely hit by 
returns is Virgin’s The 11th Hour. Currently, 
Egghead is overstocked with between $40 and 
50 million of this product alone, and at the end 
of February created special discount bins for 
this title. These “Supersale” bins are designed to 
“simply sell product the company [Egghead] 
overbought at Christmas time, misjudging the 
market,” in the words of one Egghead 
representative. 


Retailers are not the only ones with problems. 
Spectrum HoloByte has announced further loss- 
es totalling nearly $10 million for the company’s 
third fiscal quarter, which ended Dec. 31, 1995. 
Rumors that Spectrum is looking for possible 
acquisition offers have again resurfaced, and 
Reuters reports that chairman Gilman Louie 
remains open to reasonable bids. Louie men- 
tioned both Microsoft and Electronic Arts as 
possible candidates for such bids. 

- compiled from Multimedia Newswire 


is Apple Rotten 
to the Core? 


Apple continues to reap a bitter harvest with 


- news that it is losing more money and that no 


merger is in their future. The Wall Street Journal 
reports Apple has confirmed that they will lose 
even more money in their second fiscal quarter 


- than what they lost in their first fiscal quarter, 


which was $69 million. Apple says they already 


; know they will have a loss of $125 million and 
» industry insiders expect that financial condition 


to deteriorate. Part of that worsening condition 
will be from a disastrous Christmas for Apple. 


They now have a glut surplus of nearly $1 billion 
in computer inventory stemming from the gross 
overestimation of consumer demand over the 
holidays. In other words, Performa didn’t perform 
well. 

Apple does have a new leader though. Former 
boss Michael Spindler was ousted and replaced 
by former National Semiconductor Corporation 
CEO Gilbert Amelio. Ever confident, even while 
turning around the troubled National 
Semiconductor Corp., Amelio was quoted as 
saying, “I fully expect that our customers’ grand- 
children will be buying Apple products.” 


- Microsoft and Justice Dept. Tussle Again | 


Microsoft is again being investigated by the 
Justice Department this time for a very quiet pur- 
chase by Microsoft of a company called Vermeer. 
In mid-January Microsoft said it has acquired 
Vermeer Technologies Inc. for an undisclosed price 
even though industry watchers have put the price 
in the $80 to $130 million price range. Vermeer is 
an Internet tool development company whose 
Frontpage software has been well received by crit- 
ics. This software helps people manage Web sites 
without formal programming or Unix skills. 

But what about Microsoft’s own Internet devel- 
opment tool—code-named Blackbird? This was 
being developed to help Microsoft Network sub- 
scribers design their own pages, but things change. 
In December Microsoft announced that it was 
changing Blackbird’s name to Internet Studio and 
lauded their goal of a completely new technology to 
Web development. In January, Microsoft 
announced that Blackbird was dead and they would 
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not complete the project. So why is the Justice 
Department interested? That is the question on a 
lot of industry lips. 

It all goes back to Microsoft's attempted acqui- 
sition of Intuit last year. Remember the Justice 
Department filed suit to block the sale citing an 
investigation into an assertion that Microsoft was 
using its near total monopoly of the operating sys- 
tem market to snag monopolies in on-line services 
and other Web ventures. The same reasoning is 
being used in this case. 

Part of the investigation deals with Microsoft 
not filing for a merger review under the Hart-Scott- 
Rodino anti-trust act. This law requires mergers to 
be reviewed by either the Justice Department or 
the Federal Trade Commission to ensure big com- 
panies don’t merge and totally dominate a market. 
Gates and company concluded they did not fall 
under the act because Vermeer’s annual sales 
were under $10 million. Anything above that 


amount in sales automatically triggers a review. 
And Microsoft can contend it is far from a player in 
the exploding Internet industry and was a done 
deal before it was made public. What has everyone 
talking is this may be the first time that the Justice 
Department is conducting an investigation based 
upon the theory that a company may create a 
monopoly instead of investigating existing monopo- 
lies. This does not take into account Vermeer’s 
small size. 

Vermeer did confirm that the Justice 
Department has asked for the deal’s paperwork 
and have been interviewing industry insiders on 
what they know. Other than that, nobody is doing 
much talking. In the meanwhile, the Justice 
Department probe of Microsoft continues with two 
San Francisco attorneys trying to determine if Bill 
Gates is using his dominance in the operating sys- 
tem market to finance new monopolies in other 
markets. 
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THIS MONTH'S GAMES 
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Ripper by Take 2 interactive 
Commodore 64 Action Pack 
by Activision .......... 
Locus by GT Interactive ..... 
Shockwave Assault 
by Electronic Arts..... 
Defcon 5 by Vic Tokai ....... 


Battle isle 2220 by Blue Byte 


Terror T.R.A.X. by Grolier .... 
Extreme Games by Sony .... 
Road Warrior by GametTek .. 
Angel Devoid by Mindscape . 
Cyberspeed by Mindscape .. 
Touche by U.S. Gold .......... 


Arcade America by 7th Level . 
Super Street Fighter 2 by Capcom - 
Fox Hunt by Capcom .............+:5: 


THE CGR BREAKDOWN 


Take 2’s Ripper. 
They say a mind is a 


terrible thing to 
waste, but that does- 
n't stop them from 
trying in Mindscape’s 
Angel Devoid. 


Blood, gore and more fear 
than can be good for you in 


Bumbling heroes get 
a new edge in 
Capcom’s Fox Hunt. 


Once more into the 
breach! with Battle 
isle 2220. 


The numbers along the side of each review indicate how each reviewer 
feels the game rates in each of the five different areas. While each of 
these factors is important 1n determining the reviewer’s final score for the 
game in question, these scores are in no way intended to necessarily aver- 
age out to that reviewer’s overall score. The overall average score for 
each game is the average of the three overall scores from the reviewers. 


Games that average 90 or above receive the CGR Golden Triad award. 
A game that averages 95 or above receives the Platinum Triad. PC games 
are reviewed on Myoda 386 and 486 PCs and a Falcon Northwest 
Pentium 90 using a variety of sound cards and controllers. Macintosh 
games are played on a Quadra 800. CD-ROM titles are played with dou- 
ble- and quadruple-speed drives. 


THE CGR REVIEWERS 
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Frank 


With April, Spring is in the air, and Frank has been 
somewhat interesting to observe, what with his 
upcoming wedding, even though it is still months 
away (he thinks of little else except his work). As the 
weather warms, he certainly is anxious to get his 
motorcycle out of storage and risk his life everyday 
for another summer. He’s been spending free time 
with The Beast Within these last few weeks, but 
since he spends so much of his time back in his little 
cubbyhole, it can be difficult to assess exactly what 
Frank has been up to. 
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Ted 


April is here, but Ted wouldn't know about it, since he 
spends as much time as possible avoiding direct 
sunlight. Much like certain plants and gaudy carpet- 
ing, Ted has determined that such light will cause 
him to fade, show wear more easily and eventually 
cause him to be replaced. This month, it’s been sim- 
ply impossible to get him away from the MechWarrior 
expansion pack and that CH Products Pro Throttle 
he adores so much. He’s been seen driving home 
still clutching a joystick, too. Hopefully, he won't mis- 
take it for his...uh...gear shift. 


Scott 


April generally means an end to snow, and with a 
rear-wheel drive car in Chicago, a ‘74 Vette, Scott 
couldn’t be happier. Of course, rain in a rear-wheel 
drive car is only a little better, but we don’t want to 
burst his bubble. Luckily for him he grew up in the 
Chicago area, so the weather in Southern California 
couldn’t have spoiled him too badly. He has played 
more Chronomaster this month than he really should 
have, since he’s been heard occasionally calling 
someone “Sugar Pop,” much to the amusement of 
everyone who hears him. 


2050: The city lies before 
you ripe for the taking. 
Your forces are ready 

to rip through it-killing, 
intimidating, bribing or 
extorting anyone who 
gets in their way. 

Victory is assured... 
until this guy shows up. 


° A strategic challenge for gamers 
of all skill levels 


° Hire and deploy 70 different gangs 
as you conquer the future 
e Multiplayer compatibility for up to 
6 players over network and/or modem 
e Over 50 new technologies to 
research from Kevlar Armor 
to Plasma Launchers 
e Multiple difficulty settings 
and scenarios 


Available for Windows 95 
and Macintosh 


Designed for © 1996 New World Computing, 
Inc. Chaos Overlords is trade- 
mark of New World Computing, 
Inc. All rights reserved. IBM 

,| screens shown, actual 


Check out ourhet sew Web site at: http:// wwwailicomputing.com 


>| screens may vary. All other AVAILABLE AT YOUR LOCAL SUFTWARE RETAILER OR ORDER DIREGT FROM NEW WORLD COMPUTING AV 


Windows 95 trademarks belong to their 


respective holder(s). | 1-800-251-9564 (818-734-7136 QUTSIDE THE U.5.), ORPBY MATER D, BOX 4302 HOLLYWOOD, CA 90078-4302. 
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Ripper 


London 
shuddered 
at the sound 
of his foot- 
steps, New 
York at his 


silence. 
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$59.95 


Distributed by: 
Take 2 Interactive 
575 Broadway 

New York, NY 10012 
Phone: (800) 728-2532 
Fax: (212) 941-2997 


Developed by: 
Take 2 Interactive 


Requirements: 
486/50, SMB RAM, VESA- 
VGA, DOS 5.0+, 2x CDD 


Recommended: 
Pentium, 16MB RAM, 4xCD 


Controfier: 
Mouse/Keyhoard 


Number of Players: 
1 Player 


Available for: 
PC and compatibles 


Street Price: 


The third victim of the Ripper’s insatiable urge for violence, Renee Stein, a yummy-looking 43 year 
old book publisher who had no enemies. Or did she? And by the way, what is going on with BC3K? 


The Good: Extremely detailed FMV and a rich story. The Bac: A somewhat narrowly constructed and linear plot. The Final Word: 
Ripper is an excellent example of how well FMV and good gaming can be combined. 
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The dark 
boulevards 
of London 
echo with 
the receding 
cries of 
agony. Blood chilling screams of 
terror fill the alleyways like those 
of a wounded animal in the final 
throes of death. Prayers for mercy 
mix with the whispers from a 
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voiceless throat. Then, there is 
only silence. The Ripper has 
struck again. 

In the 19th century, Jack the 
Ripper stalked the streets of 
London with total impunity from 
the law. Women walked the 
avenues in dire terror for their 
lives and men stood by, helpless 
onlookers to the slaughter. All of 
London lived in fear of when and 


where the Ripper would strike 
next. The police tracked his foot- 
steps to no avail. 

Today, the dark and foreboding 
shadow of the Ripper casts its 
eerie pall across the bustling New 
York landscape. The year 1s 2060 
and the denizens of the East 
Coast’s largest metropolis have 
been paralyzed with fear. The 
police are completely at a loss to 
find the killer as he continues his 
reign of terror. 

In the game, the player takes on 
the role of Jake Quinlan, a crime 
reporter who is investigating the 
Ripper murders. The trail that Jake 
follows will lead him through the 
hallowed halls of justice, into the 
city’s hospitals and even into the 
uncharted inner sanctum of cyber- 
space. At the beginning of the 
mystery, Jake investigates the 
crime scene of the Ripper’s most 
recent victim, a woman named 


The strange things that peo- 
ple will do for a rush. 


Renee Stein who has been found 
dead in her apartment. Jake must 
unravel the clues left behind by 
the killer while fighting interfer- 
ence by the police’s lead investi- 
gator, Detective Magnotta. Jake is 
then further thwarted by the 
untimely accident that has befallen 
his girlfriend who has been 
attacked by the Ripper and is 
presently in a deep coma from 
which she has not yet recovered. 
Ripper contains many charac- 
ters, all of which are taken from 
the ranks of Hollywood’s finest, 
some of whom help Jake in his 


quest to find the killer and others that will 
thwart him at every opportunity. One of the 
characters, Dr. Clare Burton, played by Karen 
Allen, has a rather sordid history—a messy 
divorce and possibly even an affair with 
Vincent Magnotta played by Christopher 
Walken. She is in charge of Catherine’s recov- 
ery, yet she is making no attempt to bring her 
out of her coma. Jake has to figure out all the 
different possibilities while being continually 
bombarded with new information. The story 
line is continually evolving while Jake is hot on 
the trail of the killer. At times, his efforts will 
lead him into a dead end, at others, possibly 


just dead. Jake’s girlfriend, and co-worker at 


the Virtual Herald, Catherine Powell, has been 
put into a coma by the Ripper. Jake has to enter 
into her mind to seek out information that will 
enable him to track down the Ripper and stop 
the mayhem and violence that has brought New 
York to its knees. The progress with her med- 
ical condition is being constantly delayed by 
Dr. Burton who may have some ulterior motive 
for keeping Catherine in her coma. 

Another possibility, is that Detective 
Magnotta, who has been visiting Catherine 
constantly to check up on her condition, may 
be secretly trying to have a chance to get her 


3 Jake Quinlan is the crime reporter that 


has been following the Ripper case. Now 
that his girlfriend and co-worker is in a 
Ripper induced coma, he’s got a very per- 
sonal stake in solving the mystery. 


out of the picture. He has a glaring temper that 
has been known to erupt quite often, and 
recently he seems as though something deeper 
is bothering him. He may also be destroying 
evidence. Last but not least, there’s Falconetti. 
Joey and Dr. Burton were married several years 
ago and Joey has a nice collection of knives 
and admits to being a fan of the Ripper’s. 
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Ripper took two years to create and includes 
over two hours of FMV. It features a cast 
including: Burgess Meredith, John Rhys- 
Davies, Ossie Davis, Jimmie Walker and 
Tahnee Welch, and a soundtrack featuring 
music from Blue Oyster Cult. There are four 
possible endings to the game which should lend 
the game a lot of replayability. The game also 
contains many action-oriented puzzles along 
the way which should give the player a lot of 
challenges. 3D graphics immerse the player in 
the world of history’s most notorious killer. 
Your job is to find the killer before he strikes 
the next target on his list, which is you. 
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30 Ripper has apparently set new graphic 
standards for first-person perspective 


Desay adventure games that utilize live actors 
90 and full-motion video sequences. Unlike 
hd other Myst-like games where your move- 

Playability ment is instantaneous, your movement 
96 in Ripper is realistically animated (as in 

The 7th Guest). However, the live actors 

Visuals jp Ripper will appear 3-dimensional and 
OM) active to you during the course of your 
LA} movement. Interacting with the other 
Audio characters is limited to a predetermined 
fam set of questions, which is a common trait 
NA of today’s point-and-click adventure 
Manual J2!me genre (| just miss those text-driven 


interfacesiwhere | hadto come up with 
the questions). The plot is Hollywood- 
quality, as iS the acting, but once again, 
the game plays more like-€ movie with a 
linear storyline than a game. Fortunately, 
Ripper adds, a little variety to itself with 
four poSsiblew murderers. ‘Overall, |’d 
highly recommend checking out Ripper, 
especially if you're into adventure 
games. You won't be disappointed. 


Although | wouldn't call Ripper scary, | 
would say that it’s disturbing. The con- 
cept, though not at all original, is certain- 
50 ly one that can be rehashed without los- 
ing its appeal: Jack the Ripper is proba- 
Playability bly the most notorious, if not successful, 
82 serial killer ever unleashed upon the 
world. The very mention of his name 
Visuals conjures, for me, an image of the Devil 
33 walking loose in London. So powerful is 
) the association that he continues to fas- 
cinate the world at large over one hun- 
dred years after the murders were com- 
mitted. That he was never caught is one 
of the reasons that much literature con- 
cerning supernatural powers has sprung 
up over the years. Ripper continues the 
trend, and, though it does have its prob- 
lems, is worthwhile entertainment. The 
biggest disappointment is the extremely 
linear plot,.but the game’s depth is rich 
enough thateyou can Overlook it. The 
puzzles are intelligently crafted, and the 
video quality is good. My vote for scari- 
est plot device goes to the monkey. 


Originality 


Ripper is scary and devastatingly brilliant 
in its concept. The creators of the story- 
line get my unreserved congratulations 
on a game well done. Bravo! Now let me 
tell you what is wrong with the game. 
The interface, although quite simple to 
use, did not allow me the freedom to 
move into all the areas that | wished. The 
only places that you may explore and 
9 4 touch things are the areas where there is 
something important; i.e. a hot spot. That 
is not to say that Ripper is a hot-spot- 
hunter. Not at all. It is rather a complex 
and intelligent game that captured my 
attention and interest immediately. 
Howevery even though’ realize that the 
constraints “Of memory are such that 
much more could not be added, | am still 
a Critic, and.| always wait more. Finally, 
| will be purchasing a copy of Ripper in 
the neafefuturé $O thatt.can play with it 
at home. The graphies are-excellent, the 
acting is extremely good, and the action, 
while not always fast and furious, is well 
done. One caveat, some gross scenes. 


Originality 


92 


Play ability 


COMPUTER GAME REVIEW §/7)/ 


T railing the path of a serial killer is no 
easy task, especially when every 
investigative effort you make is met 
by hostility and deceit from everyone involved 
with the case. You'll find that just about 
everyone has something to hide and that 
their conspicuous behavior makes them a 
likely suspect. Trust no one. The following 
walk-through should make the job a little eas- 
ier if you've found yourself stuck somewhere 
between the Prologue and Act 1. The rest will 
be up to you. 


Prologue 


At the murder site, you'll want to talk to 
Vincent Magnotta (played by Christopher 
Walken), the lead detective on the Ripper 
case. You may not like his belligerent behav- 
ior, and he may not like you, but he'll spill 
over a wealth of useful information if you use 


a 


* 


ee if you can bear the mess, you'll want to 
see what Renee was doing on her PC. 
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A Hand-in Hand Walk-Through 
for the Prologue and Act 1 


a little diplomatic tact. By asking him various 
questions you'll discover the following facts: 
e The victim was 43-year-old Renee 
Stein, a book publisher 
e There have been two previous Ripper 
murders 
e This murder has the same Modus 
Operandi as the other Ripper murders 
e There is no apparent connection among 
the Ripper victims 
e There were no witnesses and no indica- 
tions of a forced entry 
e Her computer was left on and she was 
logged on to the public library node of 
cyberspace 
e The Ripper writes to you (Jake Quinlan) 
following each murder 
Once you've exhausted all available ques- 
tions, Magnotta breaks a mug (a piece of evi- 
dence) on the floor then exits the room. You'll 
want to scan the pieces of the mug using the 
WAC, then reconstruct it on the screen so 
that it reveals the word Salisbury. Inspect 
Renee’s computer to see that she was logged 
on to the Victorian section of the public 
library node of cyberspace. 
Talk to Karl Stasiak, the forensic photogra- 
pher at the murder site to learn the following: 
e This murder is identical to the previous 
ones, indicating the same killer 

e The Ripper kills with almost supernatural 
precision 

e Stasiak has no idea what kind of murder 
weapon was used, other than it was large 
and wielded by someone strong 


e Something really seems to be frustrating 
Magnotta 
e The pathologist at Meta-Cog, Vic Farley, 
may know more about what the murder 
weapon might be 
After your enlightening conversation with 
Stasiak, you receive an incoming message 
over your WAC from Catherine Powell, your 
assistant at the Virtual Herald and your cur- 
rent love interest. She asks you to wait for 
her at the newsroom, and if she’s not there 
within the hour, to meet her at her apartment 
instead. At the newsroom, you receive a 
message from the Ripper over your WAC, 
boastfully taking credit for the Stein murder 
and naming Catherine as his next victim. You 
immediately rush over to the apartment 
where Catherine stumbles through the door 
into your arms, whispers the name Ripper, 
then passes out into a state of unconscious- 
ness. The Ripper has struck again... 


oe This will be the last time you hear from 


Catherine before the Ripper strikes again. 
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Act 1 


Luckily enough, Catherine survived her 
attack from the Ripper, but she is now in a 
coma at the Tribeca Center for Cyber-Studies 
(otherwise known as Meta-Cog). Act 1 opens 
in the police department where you hope to 
retrieve Catherine’s WAC for additional clues. 
Walk over to the desk and talk to Sergeant 
Lou Brannon to discover the following: 

e Catherine had been spending a great 
deal of time at the police station working 
on the Ripper case behind your back 

e Brannon has no idea what the word 
“Salisbury” has to do with the Ripper case 

e Magnotta is notorious for concealing, 
destroying and withholding evidence 

e Magnotta also has a hot temper 

e Karl Stasiak, the forensic photographer, 
has taken a leave of absence from the 
force due to the Ripper case 

Walk over to the evidence room and 
attempt to retrieve Catherine’s WAC from 
Officer Warren Spankowski. He'll be less than 
accommodating to you, so you'll need to take 
the direct approach with him and be rude. 
He'll eventually back down and tell you that 
Magnotta picked up her WAC earlier. Find 
Magnotta’s office and go inside. You'll want 
to take the document with Magnotta’s signa- 
ture on it, then scan the Covington Wofford 
murder file on his desk with your WAC. Just 
as you're about to leave, Magnotta walks in 
and he’s a little upset that you’ve been 
snooping around his office, uninvited. The 
ensuing conversation will reveal the following: 

e Magnotta denies any connection between 
the Wofford murder and the Ripper case 

e Dr. Burton is attending Catherine at 
Meta-Cog. He also suggests that he was 
closer to Catherine than you may know 

e He refuses to provide you with any more 
information about the Catherine Powell 
case 

e There are no new developments 

e He admits he has Catherine’s WAC, but 
Still refuses to give it to you 

From this point, you'll want to access the 
world map to travel to the Meta-Cog to see 
Catherine. Speak with the flirtatious recep- 
tionist, Vivian Santiago, at the front desk to 
learn the following: 

e Dr. Burton is in charge of Catherine’s 

case 

e Pathologist Vic Farley can be found at the 
morgue in the basement 

Take the elevator to the |.C.U. lab 
(WARDS) and see Dr. Claire Burton. She'll 


Sergeant Lou Brannon is a wealth of inside 
knowledge regarding Magnotta. 


seem a little apprehensive towards you, but 
she'll tell you the following: 
e Catherine is in a deep coma and her 
chances for recovery doesn’t look good 
e She may send a human agent—a data 
angel—directly into Catherine’s brain 
to analyze her condition more accurately 
e Dr. Burton basically despises the press 
e Catherine’s case is the most extreme 
instance of psychic damage she has ever 
seen in her career 
e She strongly believes that it was the 


is Dr. Burton deliberately neglecting 
Catherine’s recovery treatment? 


Ripper who did this 

e Catherine probably fought off the Ripper 
or someone interrupted the attack before 
the Ripper could finish 

Go to the I.C.U. lab and talk to Dr. Bud 

Cable to discover the following: 

e There is a distorted image of Catherine’s 
attacker inside her mind. This image can 
only become clearer if her memories 
and personality are restored 

e Dr. Burton seems to be slacking with 
Catherine’s treatment 

e Magnotta has been frequently checking 
on Catherine’s progress 

e Magnotta and Dr. Burton seem to have 
had past relations and currently dislike 
each other 

e Catherine’s mind can only be restored if 
a data angel is sent into her mind 

Access the holographic journal in the lab to 

observe a meeting between Dr. Burton, Dr. 
Cable and Dr. Pezzi. Apparently Pezzi and 
Cable are shocked at Dr. Burton’s conserva- 


tive and unorthodox approach with 
Catherine’s treatment. After you've watched 
the meeting, take the elevator down to the 
basement to the morgue and talk with Vic 
Farley, the attending pathologist who is cur- 
rently conducting an autopsy. Farley will 
inform you of the following: 
e He has absolutely no idea what the mur- 
der weapon used was 
e The lacerations on the victims were made 
in a perfectly straight line 
e No human is capable of such precision 
e Dr. Burton will probably consult Joey 
Falconetti—a cyberspace expert—for 
Catherine’s case 
e Contact Gambit Nelson at the Cafe 
Duchamp to locate Falconetti 
e Even Farley thinks Magnotta is difficult to 
work with 
Access the world map to travel back to the 
police station. Visit Magnotta and question 
him about Falconetti, then watch him 
explode. When he’s done, access the world 
map once again and go to the Cafe 
Duchamp. See the bartender to identify 
Gambit Nelson. Talk with Nelson about 
Falconetti to discover the following: 
e Nelson and Falconetti were once busi- 
ness partners 
e Falconetti is a thief and an outlaw 
e Falconetti can be found through a person 
named Twig who lives in Hoboken 
e Nelson is a cyberspace pioneer 
After you’re done questioning Nelson, 
access the world map and go to the news- 
room. Speak with Editor in Chief Ben Dodds 
to discover the following: 
e Magnotta is an over-aggressive cop, and 
has killed six people in the line 
of duty under questionable circumstances 
e The Herald ran a story on the Wofford 
murder which was basically a burglary 
gone bad 
e Dodds is vaguely familiar with the name 
Falconetti, but is unable to place it 
Snoop around Catherine’s desk for some 
additional clues. Finger through her Rolodex 
for some potential leads which include Soap 
Beatty, Lou Brannon and George Rhodes. 
Walk over to your desk, access your comput- 
er deck port and journey into cyberspace. 
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a The various puzzles at Covington Wofford’s 


cottage will keep you busy for a while. 


The following WELL locations can be 
accessed by typing in the correct password. 
At the Virtual Public Library Well, you’ll want 
to talk to the librarian to learn that Renee 
Stein was in the library before she was killed, 
and that all the clues from her last visit 
remain untouched inside the trash can icon. 
Click on the trash can icon then zoom in to 
view a series of books and call numbers. 
somewhere within that list, the call number 
for the book that Stein had last read can be 
found. Once you solve the puzzle, the call 
number HC2021R will be revealed. Give this 
call number to the librarian and you will 
receive the book that Stein was previously 
reading. It is no coincidence that this book 
was on the original Jack the Ripper. Exit back 
to the main cyberspace menu and access 
Catherine Powell’s WELL (the password is 
Horoscope). Once you've logged on, you'll 
receive a direct warning from Magnotta 
declaring that this is a restricted crime scene. 
You'll have to battle your way past the police 
robot, which will attempt to kick you out of 
cyberspace. Once you’ve defeated it, you can 
gain access to Catherine’s WELL and take 
her notebook which contains a list of words. 

Exit out of cyberspace and access the 
world map to travel to Catherine’s apartment. 
You'll need to search her apartment for possi- 
ble clues. Examine her birthday card dated 
February 25 (she’s a Pisces) which rests on 
a table beneath an abstract painting of a fish 
(the sign of Pisces). Look at the the poster of 
the Zodiac and closely examine the Pisces 
constellation pattern. Locate Catherine’s crys- 
tals which sit in a box next to the grid, then 
zoom in on the grid. Arrange the crystals in 
the pattern of the Pisces by placing them 
within the grid boxes. Since the grid is nine 
columns wide by eight rows long, you'll want 
to place the crystals in the following boxes: 

e Column 1, Row 2 

e Column 2, Row 5 

e Column 3, Row 1 

e Column 4, Row 3 and Row 6 

e Column 5, Row & (given at the beginning) 

e Column 6, Row 4 

e Column 7, Row 7 

e Column 8, Row 3 

e Column 9, Row 5 and Row 7 

Once the crystals have been arranged cor- 
rectly, a beam of light emanates from the 
crystals and shines on a book title, 
Horoscope, which is the address of 
Catherine's WELL. Locate and examine the 
laser sword-cane beneath the athletic poster. 
You'll discover that the sword has an inscrip- 
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tion that reads “J. Dorsett,” then access the 
world map and travel to Soap Beatty’s Smoke 
Shop. Talk with Beatty and learn the follow- 
ing: 

e He is a cyberspace jack-of-all trades 

e Catherine had been attempting to make a 
connection between the Ripper’s victims 

e Catherine also has a mysterious back- 
ground 

e You should expect to combat bizarre 
forms of ice within the net 

e You may encounter people in cyberspace 
who represent themselves with video 

Access the world map and travel to the 

Wofford cottage. Talk with Covington Wofford 
and discover the following: 

e Covington’s brother Hamilton had been 
working on a mysterious project at the 
time of his murder 

e Magnotta had confiscated a number of 
disks belonging to Hamilton following his 
murder 

e Hamilton constructed virtual environ- 
ments and his final project may have 
been an environment of England 

e The address of Hamilton’s secret WELL 
is hidden somewhere inside the cottage 


ae Twig can be a okay guy if you intimidate 


him. Just play “tough-guy.” 


In order to solve the following puzzles that 
provide the WELL address, you must locate 
three vacuum tubes hidden somewhere in the 
cottage. To obtain one of the vacuum tubes, 
you will need to solve the table-top puzzle. If 
your playing in Easy Mode, press the number 
4 followed by any other two numbers except 
the number 1. For Medium Difficulty, numbers 
1 and 4 must be green only. For Difficult 
Mode, press the following numbers: 5, 1 & 3: 
4,165;3,46 & Ol, 245; 1,36552,96 
5. To obtain the next vacuum tube, you'll 
need to solve the cash register puzzle. 
Complete the following steps to solve it: 

e Notice the patent award hanging on the 
wall adjacent to the staircase and 
remember its patent code; 
P2X255127.5A 

e Multiply 2 X 255127.5 to equal 501255 

Ascend the stairs and enter Wofford’s bed- 
room where you'll find a change bank con- 
nected to a cash register. The code 501255 
is a clue how to choose the correct change to 
open the register. The correct sequence is as 
follows: 5-nickel; 10-dime; 25-quarter; and 5- 
nickel. The coins will roll down the slide to 
open the register, revealing another vacuum 
tube. To obtain the final vacuum tube, you'll 
need to complete the following: 


e Take note of the broken clock in the 
Wofford bedroom that reads 2:35 

e /n the Wofford living quarters downstairs, 
you'll see three clocks next to each other. 
One is an Egyptian Pyramid, one is a 
German cuckoo clock and the other is a 
U.S. Army clock 

e Look at the time zone world map on the 
wall and notice the time differences 
between Egypt, Germany and the U.S. 

e Set the U.S. Army clock to 14:35 (2:35 
military time), the Egyptian clock to 9:35 
and the German clock to 8:35 

The cuckoo clock will then chime and open, 

revealing the last vacuum tube. Once you 
have all three vacuum tubes, go to the 
Wofford Workshop where Covington is. 
Activate the socket board, notice which vacu- 
um tubes are burned out and replace them 
with the new ones you just found. The old- 
time picture tube will then reveal the name of 
Hamilton's WELL address, “Vulcan.” Use the 
computer in the workshop to log-on to 
Hamilton’s WELL. You'll find a small model of 
Whitechapel, the location of the original Jack 
the Ripper murders. Apparently Hamilton 
never completed the model, so its signifi- 
cance remains a mystery. Exit the WELL and 
access the world map to travel to Falconetti’s 
safehouse. Approach Twig and take a firm 
and angry attitude during the conversation. 
Twig will reveal the following: 

e Falconetti is the best decker Twig has 
ever seen 

e He can be found in cyberspace at 
the WELL adaress of “Circus Maximus” 

Once you've accessed Falconetti’s WELL, 

you'll find yourself bound to a knife-throwing 
target. Ask him to help you deck Catherine’s 
mind. He'll agree to help you only if you com- 
plete his combat obstacle course and beat 
his record. Once you’ve completed this task, 
he instructs you to meet him back at the safe- 
house. Access the world map and return to 
his safehouse. Speak with Twig again, then 
enter the back room where Falconetti is 
emerging from cyberspace. He will inform you 
of the following: 

e Falconetti knows and dislikes Magnotta 

e He claims that Dr. Burton lusts for him 

e He is an avid knife collector 

Falconetti agrees to help Catherine since it 

will perturb the hell out of Magnotta. He plans 
to meet you at the |.C.U later after he has 
had a chance to regroup. This completes Act 
1. You're on your own from here. Good luck! 
- Frank Snyder 


ae The evil that lurks in cyberspace may be 


more than you expected. 
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A GRAPHIC ADVENTURE 
A SAUCY, SUPER-SIZED MEAL COMBO WITH ALL THE FIXIN’S 


a Available for PC and Macintosh. 
Don't walk, run to your nearest software dealer to get your copy today! Call 800/943-3664 for more 
information, or visit us online at http:// www.sanctuary.com to order up an out-of-this-world demo CD. 


C-64 15 Pack for 
Windows '95 


Distributed by: 
Activision 

T1601 Wilshire Bivd. 
Suite 100 

Los Angeles, CA 90025 
Phone (310) 473-9200 
Fax: (310) 479-4005 


Developed by: 
Activision 
Requirements: 
486/66, SMB RAM, SVGA, 
Win95, CD ROM 


Recommended: 
486/66,8MB RAM 


Controller: 
Keyboard, Joystick 


Number of Players: 
1-2 Players 


Replay 
your old 
C-64 
favorites 
on 
Windows 
95, 


Average Score 


Available for: 


PC and compatibles 
5 = Street Price: One of the games that Activision has revived for the PC is Master of the Lamps, a game in which 
$21.99 . you ride a magic carpet and navigate your way to destiny. 


The Good: A variety of C64 games with something for everyone. The Bad: There’s a good reason why you can't relive "the good 
old days.” The Final Word: Don't try running Windows '95 with only 64K of RAM. 


THE GAME 
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Activision brings us the classic games of the Commodore 64 days. 
Fifteen games that include Beamrider, a game to save the earth, Portal, an 
interactive novel, Web Dimension, a Darwinian music adventure, 
Decathlon, a sports adventure and Alcazar, a quest for the fabled jeweled 
throne, just to.name a few. These classics have been brought onto the 
Windows °95 platform in their original format. The control interface is 
set up the very same way for each game so that players can get a good 


Frank Ted 


lm beginning to wonder if K-Tel is Does anyone else see the humor in a 


feel for the controls and that they are contiguous for each game. Certain 
video problems that were inherent in the original games have been cor- 
rected and the animation problems have also been attended to by utilizing 
Windows 95 drivers. The original integrity of the games has been pre- 
served so that players who enjoyed the originals can be fully immersed in 
the look and feel of the old favorites. So sit back, relax and relive the 
days when the C64 was the hottest thing in home entertainment. 


Scott 


Activision has brought back the classic 
behind all of this. With the recent release 


collection of C64 games being released 


Commodore 64 games for Windows ’95. 


Originality ©f Activision's nostalgic variety game Originality 2S a Windows ‘95-only product? Originality | have to say that they should have left 
packs, modern day computer game play- Although the selection here is good for them on the shelf. When | played the 
ers can fully appreciate the luxury of 15 nostalgia, it's not much good for anything 62. games in this collection, | was reminded 

Playability today’s PC gaming standards. Even Playability else. Hacker was a wonderful game in its Playability of how old the games were and how out- 
though they’re just the same old C-64 day, but that day is long past. The sun dated the graphics are. | wanted to have 

25 games, Activision has authentically pre- 10 has also sel on the other games here; as 42 
Visuals | i 

Audio 
Manual hopefully we 4 


waiting for someone to bring back the 
Intellivision games for the PC. 


through all of them. As Don nih says, 
“You can never look back.” 


had the audacity to make SVGA graph- 
ics one of the requirements. My god. 
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Buried within these three rooms are 
secrets to unravel the mystery of D. ie 


Find the clues and fill in the entry 
form for a chance to 
win a voyage to 


explore a mysterious 
castle in Ireland. 


meg . A 7 Day/ 6 Night Trip For Two 


” 
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os To A Gothic Castle In Ireland 
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DAYTIME PHONE 
E-MAIL ADDRESS THE COMPUTER SUPERSTORE. 
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PLAYSTATION™ _] WINDOWS DOS CD-ROM 
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ENTRIES MUST BE RECEIVED BY MAY 15, 1996 ® SEE BELOW FOR DETAILS ntertainmenf, inc 
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PlayStation | | 
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Available on CD-ROM 


Locus 


Distributed by: 

GT Interactive Software 
16 East 40th Street 
New York, NY 10016 
Phone 951-3059 
Fax 726-6500 


Developed by: 
Zombie Entertainment 
Requirements: 


486/66, SMB RAM, SVGA, 
DOS 6 or Win95, 2xCD-ROM 


Recommended: 
Same as above 


Take a 


peek at 
what the 


future of 
VR-sports 


has to 


offer. 


Controller: 
Mouse or Joystick 


Number of Players: 
1-9 Players 


Available for: 
PC and compatibles 


Street Price: 
$44.99 


Average Score 


cas You'll be able to play in three different 3D arenas for some high-speed Locus action. Play the ball off 


the walls and ceiling, then move in to make the winning goal. 


The Good: The first network compatible VR-headset game. The Bad: Virtual reality induces a virtual headache. The Final Word: 
You'll most likely be disappointed with the default graphics if you don’t own a VR-headset. 


In the distant future, there will be only one sport in existence that will 
addict billions of people around the world. Military governments and 
organized crime syndicates will sponsor the teams. The masses are con- 
tent just to watch, but you are compelled to play. Based on a cut-throat 
elimination process, Locus is a game of neck-breaking speed in which 
you must compete against two opposing teams within a three-dimensional 
arena. The object of the game is simple; score a goal and eliminate a team 


Ted 


until you are the only one left. Locus is the first VR-headset compatible 
game that supports network play for up to nine players. Featuring the next 
generation 32-bit game engine and Gouraud-shaded graphics, Locus will 
immerse you in a futuristic, non-stop action-packed reality where light- 
ning-fast reflexes and a keen sense of strategy will determine your suc- 
cess as a Locus contestant. Spatialized sound effects, digital and MIDI 
music complete the virtual reality experience. 


Frank Scott 


Don’t be fooled by the screen shots on 
the back of the box, unless of course, 


Rarely does a game like Locus come 
along, and we can only thank our lucky 


| have to say that this game gave me an 
ulcer. The graphics were fair, they were 


you own a VR headset. The standard Originality stars for that. This game induced a level fast and seamless, but not anything to 
SVGA graphics will appear plain and of nausea in me that | haven't seen since write home about. The action was 
undetailed, and you might find yourself 25 George Bush’s 92% approval rating. incredibly repetitive—you run around in 
Playability wondering if you accidentally selected Playability Though the control scheme is very easy different 3D shapes and try to keep the 
VGA mode. Playing Locus is even more to learn, | had to keep asking myself over other guy from getting your ball. Gee 
inti _a_ futuristic 86) and over again why | was even bother- whiz, when is the movie coming out? | 
eeua now what 

hinking 

nd furi- 

er stale 

Audio t the guns 

Ses can't really 

having 

Manual weapons if gs up? 


time with this one, unless you enjoy 
bouts of extreme frustration. Trust me. 


that would be a good thing, | can’t imag- 
ine, but I'll give credit where credit’s due. 


When | try it with a VR headset though, 
I'll make sure that my stomach is empty. 


COMPUTER GAME REVIEW (eine ero ee ee rE 


© 1996 Microsoft Corporation. All rights reserved. Microsoft and Windows are registered trademarks and DirectX, the Windows Start logo, and Where do you want to go today? are trademarks of Microsoft Corporation 


C 


The gaming platform 
of the future. 


LT Tattoo it on your heart, Windows” 95 is a lethal cocktail of heightened graphics, 


aar-lelalhal-rem-relelacem-latemaelgarer)- burning speed. Direct X™ technology in Windows 95 for anyone in search 


hmaltolae laielguria-s gaming capabilities on their PC. That means better graphics through 
ee Mi eiem-lee-ogiarelan Detter sound, and high-performance digital joystick control. You'd have to 
glel-Mer-Ie-ler-re. mem) SCreaming bullet to be connected any faster to the heart of your hardware. 
NrolWae-t-lliavmr-lalemaates Gaming world come shaken and stirred just the way you like it. For more 
Talrelgaa-lalolapmeremaey, Http: //www.microsoft.com/windows/games. 
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Aliens  Blectronic Arts 
> 1450 Fashion Island Bivd. 
have * San Mateo, CA 94404 
. > Phone: (415) STII 
invaded. = Fax: (415) 570-5137 
Cairo HAS  ? paradox development 
jalien, Gnd | Whe ete bak 
' . 2 Win95, 2xCD-ROM 
Chicago is : 
not * Pentium 90, 4x CD ROM 
: Mouse, Joystick 
One Player 
Average Score . PC and Macintosh 
V2 * $54.95 
Good segue graphics. 


Available on CD-ROM 


rom Above 


a You are the last, best hope for mankind as you take off from the space carrier Omaha. Vanquish the 


alien invaders. Your mission is simple, shoot to kill and don’t miss. 


Being a trenchrunner, it only goes so far. 


definitely wait until this one hits the bargain bin. 


THE GAME 
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Deep from the very heart of the galaxy, strange and malevolent beings 
head for earth. Their ships come in waves through a mysterious trans- 
portation device know as the Jumpgate. The invaders are ruthless con- 
querors that have targeted earth as their new home, and in their initial 
attack they have crushed nearly all of Earth’s defenses. You are among 
the last surviving pilots capable of defending the earth and rescuing 
humanity from the alien onslaught. In Shockwave Assault, designed for 


29 


Originality 


15 


Playability 


Visuals 


10 


Frank 


Similar in many respects to Terminal 
Velocity, but not as much fun, 
Shockwave Assault attempts to create 
that “you must save the earth from a 
hostile alien invasion” atmosphere, but 
ends up looking like a bad sci-fi spoof 
instead. The various missions are basi- 
cally the same; just fly around and blow 
up the Dad guys. | liked the Jittle FMV 
window ‘inthe cockpit, Dut other than 
that, everything else was. pretty lame. 
And if you're funning Windows ’95 on 
anything slower than a°Pentium, you'll 
have to SuUMICe withethe low-resolution 
graphics mode and choppy animation 
performance. In a nutshell, I'd recom- 
mend Terminal Velocity over this one 
any day. You'll thank me later. 


21) COMPUTER GAME REVIEW 


CS 


9 


Originality 


Playability 


Ted 


Good plot, bad game. Shockwave 
Assault is like a cheap gumball: the 
packaging makes it look great, but the 
inside is hollow and the taste quickly 
goes flat. Great if you’re looking for a 
sugary little rush; bad if you want some- 
thing with substance that can hold your 
attention. You'll need a fairly decent 
machine combined with a good video 
card if you want to run this game in any 
mode other than 320x200x256 and not 
drop an incredible number of frames. 
The craft you pilot is a vanilla one; there 
are no frills that make it Seem any more 
exciting than an 81 Chevette. The inter- 
face is straightforward, but by the time 
you get to thinking about it, you'll be 
wondering why you bought this game. 
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Originality 


1 


Play ability 


80 


18 


Audio 


80 


(Sal) me (=>) 


At $54.95, you should 


Windows *95 and Macintosh, you must successfully complete two major 
stages of battle. First, in Invasion Earth, you must destroy all the aliens 
that are attacking the planet. Then in Operation Jumpgate, your mission 
extends into the solar system where you must battle the aliens in the cold 
reaches of Mars and the outer planets, eventually driving the aliens back 
to where they came from. With SVGA graphics and film sequences, 
Shockwave Assault should quench your thirst for space combat. 


Scott 


SA is a trenchrunner. Need | say more? 
It not only puts you through the routes 
like a conventional trackrunner, but it has 
really nice segues that are thrown away 
because of the inferior game graphics. 
The tracks are different, but they do 
become repetitive and stale after a few 
times. The action is fairly good but the 
control is extremely precarious. An inter- 
face that’ makes you crazy after a while 
is one of the things that should have 
been fixed before itewent out. The 
premise is NOt too fascinating either con- 
sidering the fact that you are supposed 
to fight off aliens invading the earth. If | 
had a dime for every game that started 
out that way, | would be sitting in my 
mansion playing better games than this. 


“YIPPIE-KI-YAY ae h@#? i!” 


COMING TN MAY. 


WINDOWS 95" CO-ROM, SONY PLAYSTATION®. SEGA SATURN™ 


HOME ENTERTAINMENT INTERACTIVE 


1996 Twentieth Century Fox: Home Entertainment, inc: All Rights Reserved: : 1996 Fox Interactive Inc. All Rights Reserved 


Gather the 


49 


Vic Tokai, inc. 
‘ ° 22904 Lockness Ave. 
EVIAENCE tO = Torrance, CA. 90501 
> Phone: (310) 326-8880 
stop the : 
> No 
plot : “es 
: 486/66, 8MIBRAM, VGA, 
against SOS 6, 2xCD ROM 
humanity. : 
* Pentium, 16MB RAM 
Mouse or Keyboard 
One Player 
* PC and compatibles 
Average Score i. 
- $49.99 


you... 


THE GAME 
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You are a Cyberneer (computer engineer) working for the Tyron 
Corporation installing automated defense systems on an outpost near the 
edge of human space colonization. For years, the Tyron Corporation has 
been making billions of dollars on the fear that some day alien intruders 
will attack the human race. Tyron has set up many stations in space that 
are armed to the teeth with sophisticated weaponry and defense systems 
that you as the player have to maintain. While installing the systems, you 
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Originality 


40 


Playability 


10 


Visuals 


Frank 


Apparently someone out there thought 
the world needed another sub-standard 
DOOM-clone. Just about every single 
aspect of this game sucks, from the Wolf 
3-D-era graphics to the overly sensitive 
control interface. And before you jump 
into the game and start killing things, 
you'll need to open the manual and fol- 
low the walk-through step-by-step, or 
else you'll find yourself hopelessly lost 
inside the: space station looking for the 
command center that doesn't exist on 
the map, The. only reason I'd even sug- 
gest playing this game is if | really didn’t 
like you, but even then | might hesitate 
before you subjected yourself to such 
anguish. And like its name, Defcon 5 is 
something we all want to avoid. 


COMPUTER GAME REVIEW 


Contral Room 


ae You will have to travel through the different parts of the station to gather information and evidence 


of a plot by the Tyron corporation. Then, dodge the alien intruders and try to make it out alive. 


The game doesn't do justice to the name. 
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Originality 


39 


Piayability 


Te 


Ted 


This game couldn't be less fun if it tried. 
Even though its interface will be immedi- 
ately recognizable as DOOM-style, it 
shares none of that game’s fun factor. In 
an effort to make the game physically 
realistic (whoever said that realism in 
games was a good thing?), the design- 
ers have made the game virtually 
unplayable. When you turn, you keep 
turning like a pinwheel caught in a brisk 
wind; you only stop turning when your 
momentum is reduced. This leads to 
overshooting corners and enemies: Get 
used to,backtracking and getting shot in 
the back. The turret defense portion of 
the game is a royal load; you Can see all 
of about twenty degrees left and right, 
and less up and down. Poopy. 
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Originality 


60 


Playability 


15 


Visuals 


Don’t say we didn’t warn 


must also uncover evidence of a plot and make it off the station alive. 
This will be difficult at best because now that Tyron has decided to step 
down the defense systems, there are actually alien Beserkers that you will 
have to deal with as you make your way through the station trying to find 
the evidence of a plot that you need. Once you find it, you’ll need to find 
the equipment necessary to pilot a space shuttle to get you off the station 
and collect security pads in order to access droids and destroy the station. 


Scott 


Defcon 5 is certainly one of those 
games that you will have to take some 
time with. Time to get used to the inter- 
face, which is difficult and cumbersome, 
time to find your way around the myriad 
parts of the station, and time to figure out 
what the heck you’re supposed to do. 
The manual gives you a little background 
information and the game alsoyhas clues 
in it, but the time that it took me to figure 
things out was not really worth it. | found 
that after | had played for a while | grew 
tired of the missions-in the game and 
overall, | can’t say that | really had a 
whole lot of fun with it. The graphics are 
okay, nothing spectacular to be sure, 
and the game play in general left me 
wanting more than it had. Stay away. 


‘CYBER 
PHOTOG- 
RAPHER’ 
After enter- 
ing the 
MacDaddy | 
cyberstudio _ 
choose | 
from 3 dif- 
ferent mod- 
els. Choose 
lighting, 
camera 


lens, music and start on your photographic adven- 
ture snapping a roll of 36 exposure film. When you 
finish choosing your favorite pictures print out a cal- 


Viriuil Sex 5) 


hak ae OLELH Ey) plat? 


most exciting interactive VR game ever created. Imagine 


endar, birthday card or Christmans card! CD$49 


‘VIRTUAL | 
Se ae 
SHOOT’ | 
Imagine | 
being trans- — 
ported toa — 
mysterious 
island where 
elements of 


past, present 
and future 


are the set- 
ting for the 


having nearly infinite possibiliies as you create your own 
visual fantasy by controlling cameras that are capturing 
nse chuslane ala hia sda a songhimnes CD $44 


IBM INTERACTIVE 


A Little Irresistable $24 
Buster Cherry $45 
Casting Couch $44 
Chameleons $44 
Club Cyberlesque $29 
Come Play With Me$36 
Cyber Photographer $49 
Cyber Strip Bick Jck$36 
CYBER STRIP POKER $36 
Cyber-Peep l|-active$19 
Cyberpeep2ea $34 
Dark Tunnels $18 
Designer Bodies $36 
Desktop Mistress $49 
Desktop Voyeur 1 $49 
Digital Dancing $32 


Director’s Cut $39 
Dirty Debutantes 2 $39 
Dirty Tricks $46 


DIVA - ARIANA $38 
DIVA- REBECCA $38 
Dream Machine $36 
DREAM MACHINE 2$49 
Electric Swing $29 
Encyclopedia of Se- $49 
Fantasies I-active $35 
Fantasy After Dark $35 


Fox Pack $37 
Fun House $39 
Girlfriend Teri $39 


GIRLFRIEND TRACY$39 
Golden Words $24 
Heidi’s House $39 
Hollywood Body Dble$44 
Hot Slots $37 
Hump Towers $44 
IA Se-ual Therapy $46 
Internat’l Strip Poker$22 
Intimate Journey $24 
Intimate PossibilitY $39 
JAPAN I-ACTIVE $44 
Ladies Club Poker $26 
Latex $44 
Love Pyramid $29 
Luscious Ladies $24 
Lust Connection $39 
Maddams Family $29 
Maid to Order $44 
MAKE OWN ORGY$32 
Max t’ Naughty Dog$49 
Midnight Stranger $45 
Mind Teazzer $29 
Mind Teazzer 2 $32 
Mustang Interactive $42 
MYSTIK MISTRESS$44 


Nasty Parts $42 
NET EROTIQUE $39 
Neurodancer $39 
Neuropak $54 
Nick Steele P.I. $39 
Night Ow! 18 $29 
Nightwatch $39 
Nightwatch 2 $39 
NIGHTWATCH 3 $49 
Peep Show 2 $49 
Penetration $19 


IBM INTERACTIVE 


Penthouse $59 
Penthouse 2 $44 
Penthouse 3 $59 
Penthouse 4 $59 
Penthouse 5 $59 


PENTHOUSE 6 $52 
Pleasure Zones $33 
POKER PARTY $45 


Por- Mania $49 
Por-o Poker $44 
Private Prison $44 


Romsoft Six Pack $39 
Romsoft Six Pack 2$39 
Romsoft 3 Pack $29 
Scissors N’ Stones $29 
Secrets Interactive $35 
See Some 3 Some $39 
Se- Castle $36 
Se- the Game $29 
Se-y Slot Machine $24 
Seymore Butts $39 
S-MORE BUTTS 2 $49 
Sorority House $34 
Sorority Se- Kittens $42 


Space Sirens $29 
SPACE SIRENS 2 $29 
Spread-Em $34 
Spy Club $49 


Strip Black Jack $44 
Strip Poker Pro $24 
STRIP PKR PRO 2 $36 


Strip Tease $24 
Surfin’ Sam $39 
Teresa May $44 


Texas Table Dance $24 
The Isind Grl Res’rt $39 
The Passion $39 
Time Warp $52 
VAMPIRE’S KISS $36 
VIRTUAL DIRECT RS$39 
Virtual Golden Eyes $44 
VRTL LAS VEGAS $44 
Virtual Se- $39 
Virtual Se- Shoot $44 
Virtual Strip Tease $26 
VIRTUAL VALERIE 2$36 
Virtual Vixens $24 
Virtually Yours $38 
Virtually Yours 2 $39 
WanderLust $44 
What's Your Name $34 
Wheel of Fantasy $26 
Winner Takes All $39 
You're the Director $39 
Zpider Erotic Games$26 


i8M MOTION 


101 Oriental Delight $19 
101 Positions 2 $24 
8 is Never Enough $24 
A Night With Dawn $19 
A Sensuous Summer $25 
Adult Superstars $26 
ADVENTURE KID $22 
Affairs of the Heart $24 


ihe Nexi-Generatlo 
irinal Sex Gane 


‘0007 VIR- 
TUAL 
GOLDEN 
EYE’ The 
first true 
Virtual 
Reality | 
game that | 
lets you 
use your 
mouse to 
navigate 
through 


the game. You start, equipped with several 
weapons and plenty of ammo. Your mission is to 
find the kidnapped UN Princess before the whole 
AO RS RSA 


CD $44 


‘VIRTUAL 
VALERIE 2’ | 
The queen © 
of cybersex | 
is back! Virt- 
ual Valerie 2 
is the ulti- 
mate in 
cyberotica 
and the 
embodiment 
of every 
red-blooded 


| technophie's deepest desires! Sophisticated 3-D © 
_ modeling, tantalizing animation, erotic sound — 
_ effects, and a sizzling music score combine to 


| create a mind blowing Sextravaganza! 


Girls of Florida, Luscious Ladies in Lingerie, 
Extasy Suites, Striptease and A Shot in the Pink 


| ‘ROMSOFT 6 PACK 2’ Babe Patrol, Hot Dog 
| are what your ‘ll get in this Sey Spren vacate ed 


iBNMi MOTION 


All Night Long $19 
Amateur Models 4 $28 
Amateurs in Act’n 3 $24 
American Blond $24 
Amorous Asians 2 $29 
Andrew Blake $16 
ASIA - $27 
Asian Ladiesea $39 
Asian Paradise $42 


Babe Patrol $19 
Back Door Mistress $19 
Bad Girls 2 $24 
Bambi & Friends $29 
Bar Americain $19 
Bar de Lust $49 
Billionaires Blondes $28 
Black Book $34 
Blind Spot $24 
Bone Alone $25 


Bra Busting Babes $25 
Bustin’ Through $24 
Busty Babes 4 $39 
Casting Call 2 $36 
Cirque du Se- $22 
College Girls $19 
College Girls 2 $24 
Computer Girls $19 
Consenting Adults $16 
Crazy with the Heat$24 
Crimes of Passion $28 
CRYSTAL FANTASY$39 
Cyberpeep Lisa $49 


Day Dreams $25 
Deep Thr--t 2 $22 
Deep Tush 2 $22 


Demon School $22 
Dirty Debutantes $24 
Dirty Western 2 $25 


Double Down $24 
Double Entry $16 
Dream Scenes $16 
Electrose- $19 
Endangered $19 
Endless Passion $19 
Endlessly $24 


Enter the Night $19 
Erotic Dreams2 $26 
Evil Seductress $26 


Evil Woman $24 
Exchange Student $24 
FAO ea $19 
Fantasies 2 $26 
Femme Fatale $19 
Flesh Tones $24 


Flesh for Fantasy $24 
Freak Show ea $18 
Ghostly Desires $44 
Girls and Their Toys$19 
Girls on Girls $22 
Glamour Girls 2 $24 
Glimpses Interactive $24 
Go Digital V. 2 $14 


Hard Core $24 
Harness Hanna $26 
Heidi’s Girls $24 


Hippies in Heat $16 


| eee 


IBM MOTION 


Hollywood Babylon $19 
Hollywood Glamour $34 
Hollywood Scandal $19 
Hot Dog Girls $19 
Hot House Flowers $24 


Hot Stuff $19 
Hot Talk $16 
Hot Wired $26 
House of Beauties $16 
Hyperkink $16 
lf Looks Could Thrill$24 
Insatiable $24 
Inside Trinity Loren $19 
Justine $39 


Kinky Interviews ea $32 
LA BLUE GIRL 1 $22 
LA BLUE GIRL2 $22 
LA BLUE GIRL3 $22 


Lap Dancer $25 
Legend 4 $16 
Love Bites $26 
Love Doll Lucy $26 
Love Juice $22 


Main Street USA $19 
Maximum Moments $34 


Model Wife $24 
Models Etc. $24 
Mulva $18 


Nasty Neighbor Gri $24 
Naughty Nurse $22 
New Machine 6 Pck$42 
Night Trips 2 $25 
Nova Cllect’n 4-5ea$19 
Novel Desires $33 
ORIENT X-PRESS $22 
Oriental Action $26 
Oriental Diaries $29 
Pink Baroness $16 
Plaisirs Du Hasard $16 
Platinum Six Pack $42 
Play Mistress For Me$24 
Pleasure Dome $28 
Pleasure in Paradise$25 


Poison $24 
Pretending $24 
Project - $36 


Putting It Behind 2 $24 
Racquel Released $24 
Racquelle in the Wild$24 
Romsoft MPEG Pck$49 
Seduction of Suki $22 
Select a Pet 2 $29 
Se- 2 $24 
Se- Foot S-ut Pack $59 
Se- Shows of Paris $19 
Se-ual Encounters $19 
Se-y Nurses 2 $25 
Se-y Six Pack $44 
SEYMORE 6 PACK$39 
Silent Strangers $24 
Simply Irresistable $24 
Sin 95 $44 
Skin Tight $15 
Southern Beauties 2 $32 
St. James Place $34 
Steal This Heart $36 


CD $36 _— 


‘CRYSTAL | 
FANTASY’ 
Venture 
through 
the cave of 
lust and 
find the 
secret 
crystal. 
Interact | 
with the | 
sexiest 
young jew- 


| els of the MacDaddy harem. Take snapshots of 
_ the girls and play with them in your own private 


portfolio. Six highly interactive, three dimensional 


| ee babes! 


IBM MOTION 


Strange Se- $29 
Strap on Sally2 $26 
Studs & Starlets $26 
Sprstars of Japan 2$39 


Sushi To Go $22 
Swingers Worldwide $19 
Taboo 12 $25 


The Joy of Se- $34 
TOKYO NIGHTLIFES$49 
Tokyo Nymphs $22 
Too N’ghty t S’y No $29 
Topless Dancer $29 


Ultrase- 3 $18 
Urotsukidoji $23 
Urotsukidoji 3,14 ea $24 
UROTSU COLLECT$48 
Vi-gins 1or2ea $29 
Vi-gins 3 $39 


Who Kill'd Lng Dng $26 
Willing & Able $16 
Woman to Woman $26 
Young & t’ Restless $19 


IBM STILLS 


3D Darling $19 
3D Dream Girls $19 
Adult Picture 2-4 ea $19 
Amateur Models $22 
American Girls 2 $29 


Art of Olivia $30 
Asian Fantasy Girls $22 
Asian Hot Pix $19 
Asian Palate $24 


Asian Pleasures ea $39 
Award Win’g Photos$22 
CELEBRITY NUDES$25 
Danish Fantasies $39 
Danish Se- 1-3 ea $22 


Domin-A-Trix $19 
European Erotica $29 
Focus Pocus $27 


Girls of t? Ris’g Sun $14 
Hard Core GIF’s $29 
Heavenly Bodies ea$39 
HIGH VOL NUDES $28 
Jigsaw Pinups $20 
L.A. Lust $19 
La Femme Venus $29 
Legs,Lace&Lingerie$24 
Nova Collection 2 $24 
Nude: Private Works$15 
Oriental 1-3 ea $16 
Overexposed $28 
Private Video Mag 1$29 
Ropes & Chains $19 


Select A Pet $29 
Sensuous Gris in 3D $29 
Sizzle $19 


Southern Beauties $28 
Super Smutware $26 
Sweet Cheeks $26 
Sweet Dreams $29 
TABLOID BEAUTIES$19 
TOKYO GLAMOUR$29 
Visions of Erotica $28 


CD $39 _— 


3D0 SOFTWARE 


Blond Justice $29 
Digital Dreamware $29 
Endlessly $29 
Immortal Desire $29 
Love Bites $29 
Neurodancer $39 
Passenger 69 $29 
Passon $29 
Se- $29 
Spr Models Go Wild$29 
The Coven $29 


CDI SOFTWARE 


Affairs of the Heart $26 
Amateurs‘n’Action 3 $25 
American Blond $26 
Bad Company $26 
Bad Girls:Lockdown$26 
BANKOK NIGHTS $26 
Battle of Superstars$26 
Black Broad Jungle $25 
Blind Spot $26 
Blonde Justice 2 $26 
Bonnie & Clyde $26 
Burgundy Blues $25 
Burning Secrets $25 
Casting Call 2 $36 


Cat House $26 
Cinese- $25 
Close to the Edge $26 
Cloud 9 $26 
Crazy w/the Heat 3 $25 
Day Dreams $25 
Fantasies $29 


Flesh for Fantasy $25 
Forever Young $26 
Girls with Curves 2 $25 


Hardcore $26 
Justine $36 
Mask $26 
More than Hndful 5 $25 
Night Train $26 


Novel Desires $29 
Passenger 69 $29 


Passion Files $20 
Passon $29 
Pink Lady Detective$25 
Poison $26 
Pretending $25 
Racquel Released $26 
Red Chair $20 


Se-y Nurses 2 $25 
Silent Stranger $26 
Steal This Heart $36 


Stiletto $26 
Super Model $26 
Swindle $29 
Taboo 13 $25 
Target of Seduction $29 
Tempted $26 


The Coven 1-2ea $26 
Things Change $36 
Vagablonde $26 
Vice $26 
Wicked Whispers $25 


CALL NOW 
TO ORDER 
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Available on CD-ROM or Floppy Disk 


Battle Iisie 2220: 
Shadow of the Emperor 


Help Caro comet Ine. 

rebuild the “ianeranierael 
Empire 

from the 


Phone (708) 539-7950 
Fax (708) 539-7951 
ashes of 


Developed by: 
Blue Byte Software, Inc. 


Requirements: 
486/66, SMB RAM, SVGA, 
Win 95, 2x CDD 


Recommended: 
Pentium, 16MB RAM 


Controller: 
Mouse 


Drullian 


treachery. 
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Number of Players: ge Sasi GE a Sane 
1-6 players 


Available for: f | = ike 4. Ae CHRARIER AD if Th MONT '1HN TRANSP. ‘ 4 : | 
PC and compatibles oh ABNER anh in Yn nny aIAIAI FEAT ANA ANE SNe DSLEAYCAHSQNAE A THAT COn EAA HIE on ogni ae en I Ne nt NAR AEA =N i Ra AMAA CMEC = EAR SUA RTEL IG ohio a nea AVA FGF CAE CMEC NANA LANA 


Street Price: i The video battle action breaks up the battlefield view when an engagement has begun. Here, Caro’s 
$39.95 armored forces engage the enemy Drullian mechanized units on the battlefield near a village. 


81 


The Good: Decent Al and tasty animated cutaway sequences. The Bad: Most of the FMV sequences could have and should have 
been left out. The Final Word: Campaign wargaming that becomes addictive quickly. 
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Imagine a world, in the not too _ hero of the ages, Emperor Punt cessors, puts the player 

distant future where rival factions Vassius. The Emperor and his directly into the hectic 

battle each other for control of an loyal Praetorian forces team up action of the battlefield. 

empire. It is the year 2220 and with Caro in order to re-establish Your missions range 

chaos and treachery have split the the Empire and reclaim what has from simple search- 

alliance between the Kais and the been lost. Now, a full twenty years —_and-destroy to a com- 

Drulls. Drullian forces have turned _after the time when the great Titan _ plex campaign waged 

on their allies and attacked the Net robotic system was defeated against the Drullian 

Empire scattering its heroes to the —_ by the Drullians on Chromos, the enemies of the Empire. 

winds. Caro has been stranded on Praetorian forces are massing for At the beginning of 

the Island of Beldhar where she the attack. each mission, the 

has met up with the legendary Battle Isle 2220, like its prede- Emperor will inform Among the many different user Interface 
you of what the tactical tools that Battie Isle 2220 has to offer, unit 
objectives are and how information windows can show almost any- 
they pertain to the over- thing from unit strength and type, to full 
all state of affairs. How statistical representations of production. 


these objectives are reached, are 
entirely at the discretion of the 
player. There are eight tutorial 
missions designed to familiarize 
the players with the interface and 
game play, each one containing a 
different set of objectives, new 
terrain types, etc. Every new level 
in the tutorial will introduce the 


player to new unit types, and chal- 
lenge the player to devise new 
strategies to meet new situations. 
The game includes over an hour of 
video which is used to flesh out 
the overall story of the Battle Isle 
universe, and to continually 
refresh the progress of the war. 

In the game, players can build, 
modify, control, refuel and main- 
Visual representation of the tain over 60 different unit types 
units is a handy info tool. and deploy and control as many as 


40) COMPUTER GAME REVIEW 2 
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one hundred on the battlefield at any one time. 
Information on every unit in the player’s arse- 

nal can be called upon from the unit informa- 
tion window to detail the characteristics of the 
unit such as its number; which represents the 
actual number of pieces in that particular unit, 
experience’ how much combat experience a 
unit possesses, what its armor rating is, firing 
range, recon capabilities, available energy, 
required production materials, remaining fuel 
and weapons loadout. The Top 5 window is 
another quick information tool that will allow 
players to get a quick view of the five best 
units in their arsenal, their name, (if applica- 
ble), and abilities. 

Among the many different types of symbols 
used in the game, Battle Isle 2220 features sev- 
eral that allow the player to interact with the 
game itself, and are not simply for information 
purposes. For instance, the hammer symbol 
allows a unit to build fortifications such as road 
or rail, set demolitions, repair/refuel other 
units, etc. 

Resources play an important role in the game 
as well. In the Campaign Mode, players must 
often search out crystals for energy and set up 
shop/factories for the production and repair of 
units and the refuelling of others; training 
camps for the production of more troops and 
depots for supply storage. Along with the har- 
vesting of resources, and creation of unit types, 
players must be cognizant of the necessity to 
take enemy towns, as their energy reserves can 
then be used effectively against the enemy. 


Windows can be scaled to fit the tastes of 
the user, and the battlefield interface can 
be tuned to meet the needs of a fluid, 
changing combat situation. 


_ Battle Isle 2200 (known in Europe as Battle Isle 2) 
a was a game of grand strategy. You took on the role of 
Master Strategist Val Haris, an Earthman whose person- 
al ideals came before any consideration of political 
alliances. He was almost singlehandedly responsible for 
the unification treaty between the Drulls and the Kais, 
a ending : a long-standing feud that threatened to destroy 
ae shes Hemenond < of Chromos. He was also instrumental 
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BATILE ROBOT 


DEMON i313 
Lomputer 


'§aa-MG 


At almost any point during the game, players may call up information windows to take a detailed 
look at everything from units to the statistics on production to the overall course of the battle. 


A breakdown of the new unit types with a 
brief description of their abilities follows. 

First, in any ground force, the grunts lead the 
way. These are comprised of machine gunners, 
mechanized infantry, robot mechs and large 
special weapons teams. 

The second section is the mechanized and 
heavy armor units which consist of heavy 
tanks, APCs, mobile artillery and transports. 

The first eight missions in the game are part 
of a tutorial designed to rapidly and thoroughly re ooo 
bring the player up to speed with the controls BATTLE ROBOT 
of the game without having to enter into a DEMGN 131 
lengthy session with a manual. Each tutorial satin 
includes different maps and terrain types, new 
units and technologies to explore, as well as 
new and stronger enemies. Players must use 
all available information on such elements as 
terrain, enemy fortifications, the weather and 
many other factors to enable them to success- 
fully navigate their way through the 20 differ- 
ent maps that are the battlefields of the game. 
Once all of the tactical information has been 
assimilated, the player can then begin to formu- 


late strategies on the fly as the battle turns and 
twists throughout the particular scenario. 
Designed specifically for the Windows ’95 
platform, the game features the functionality of 
several modifications that can be made to the 
interface in order for players to customize the 
game to suit his or her individual needs. 
Windows can be scaled and moved and players 
can save the individual settings for future use. 


A detailed unit window allows easy access 
to the unit’s statistics. 


EE COMPUTER GAME REVIEW ~ 
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Among the many different user interface 


tools that Battle Isle 2220 has to offer, unit 
information windows can show almost any- 
thing from unit strength and type, to full 
statistical representations of production. 


Players also have the ability to modify the 
characteristics of the game in the areas of video 
and audio quality, network player modes and 
even choose alliances between the factions. 

The interface consists almost entirely of point 
and click, and everything can be controlled via 
the mouse. 

Along with the improvements in the variety 
of scenarios and the addition of full network 
capabilities, Battle Isle 2220 offers full-size 
battle screens, (640x480) which are larger than 


4 Lethal steel is the norm in Battie Isle 2220. 


Here an information vehicle downloads valu- 
able satellite information. 


any previous Battle Isle screens. There is also 
an on-line help feature available to deal with 
any problems and answer any questions that 
might come up during the game. Simply move 
the mouse over the item in question, and the 
computer will assist the user. 

The advanced 32-Bit Mode Program runs 
under Windows 95 allowing for faster graphics 
and smoother transitions. The graphics capabil- 
ities have also been enhanced by the use of the 
WinG library. Graphics are rendered on screen 
faster than in other Windows programs. The 
battle scenes are texture-mapped 3D vector 
graphics that speed up the battles to make a 
more real time experience. Along with the 3D 


wee, The many different maps that are used in 


the game simulate terrain varying from 
dense forests to deserts and rolling hills 
that when combined with variable weath- 
er, will challenge the strategic picture. 


graphics engine, Battle Isle 2220 contains over 
an hour of video sequences that not only brings 
players up to speed with Battle Isles’ history, 
but also keeps the player up to date with infor- 
mation that can be pivotal to the defeat of the 
enemy. 

Network play over Novell based or Windows 


2223 You will need to keep a dedicated eye on 


the production of new units. Without close 
watch, it can be easy to forget about bring- 
ing new units into the fray, making defeat 
very likely. 


networks is an added bonus that is an integral 


part of the game play possibilities. There are 
over eight multi-player maps, and any combi- 
nation of alliances can be implemented 
between participants. You can get together with 
your friends and make alliances and then break 
them, or simply gang up on one another. A 
pop-up window can assure timid or untrusting 
players that their alliances are still intact. 

Once into the lethal world of Battle Isle, 
players might agree that war really is hell. 


e rT URERAATI 
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in Battie Isle 2220, the road to war is 
paved with lethal inventions. 
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Battle Isle 2220 has one of the longest 
FMV introductions I’ve ever seen in a 


Originality game (it was at least ten minutes in 
duration), and depends heavily on FMV 

60 sequences to perpetuate a movie-like 
Playability plot that is essentially unnecessary for a 
strategy war simulation. The interface 

65 borderlines on hostile, so don’t expect to 
Visuals sit down and play right away without 
reading the manual first. | was also dis- 

65 appointed by the absence of an on-line 
tutorial or help feature. The battlefield 

Audio raphics appeared extremely microscop- 

NA ic and there was no way to zoom-in on 

the action. | liked the different 3D anima- 

Manual tion sequences, but | would've appreciat- 


ed an instant replay interface that would 
allow me to view the action sequence 
from more than.just one perspective. Set 
at the normal level of difficulty, the mis- 
sions were a little too easy and the com- 
puter would often initiate combat even 
when the odds weren't in its favor. Is the 
computer Af insanely brave or just 
dumb? Bargain bin material at best. 


The sequel to Battle Isle 2200 is a mar- 
velous piece of work as sequels go. The 
Al has been improved, which is a good 
thing; Bl2200’s Al was okay, but not 
86 great. The basic elements of Bl2200 
Playability have been carried over, and some new 
| troop types have been added that 
82 enhance the overall experience 
immensely. The interface has been 
wleamls changed somewhat, although its quirki- 
ness still takes some getting used to. 
The one thing that got added that | would 
have appreciated more if it had been left 
out is the full-motion video sequences. 
They don’t add to the game play one 
whit, and in.many cases actually detract 
from it. The worstipart of this is that the 
video sequences will pop up between 
turns in many cases. This is Overkill, and 
is just plain dumb. The player shouldn't 
be made to wait for what he cares about 
in deference to Stylistic fluff. Fortunately, 
you can Click past all the video stuff, but 
an option should have been added so 
that you could turn it off. 
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Originality 


NA 


Scott 


Battle Isle 2220 is an interesting game 
that captured my attention immediately. 
When | sat down to play it, | found that it 
was comprised of elements similar to 
Command & Conquer, Allied General 
and a few others. The segues have 
excellent graphics and the sound is also 
89 tops. | did however want to see more 


Originality 


90 


Playability 


Visuals detailed, and longer engagement 
segues. The graphics in what’s there 

9] were quite good but they are simply too 
short. The Al engine was not too bright in 

Audio the first levels but the later ones com- 
NA pletely dominate. The plot line is intrigu- 
ing and the film shots are a nice touch 

Manual that add some diversity and.action to the 


game. The games probably going to be 
one of the few that | have on my person- 
al shelf, mostly because | am addicted to 
strategy games. This is 4 game that 
does have a lot of replayability due to the 
network=play and multi-player modes. 
While the different maps and so forth 
don't reallyehange that’much overall, 
Battle Isle 2220 is worth the money. 


Dig into the best computer gaming 
has tooter with’ a subscription 
to the hottest RPC mag/around= 
computer Game meview™! 
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Terror T.R.A.X. 
Track of the Vampire 


Distributed by: 
Grolier Electronic 
Publishing Inc. 

90 Sherman Turnpike 


Danbury, CT 06816 
Phone (203) 797-3530 
Fax (203) 797-3197 


Developed by: 
3 Prong Plug 
Requirements: 


486/66, SMB RAM, SVGA, 
Win3.1 or Win95, 2xCDD 


Recommended: 
Pentium 
Controller: 
Keyboard 


Number of Players: 
One Player 


Available for: 
PC and compatibles 


Street Price: 
$29.99 


Direct 
an elite 
undercover 
unit 
against 
the forces 


of evil. 


Average Score 


49 


Available on CD-ROM 


ae “Excuse me, nurse? I’ve got this splitting headache and I’ve...oh I’m sorry. | didn’t see you were on 


your break. ll check back with you later then, okay?” 


The Good: A fine use of digitized video for a game. The Bad: The interface consists of pressing the "A” or “B” key. The Final Word: 
For six dollars per hour of entertainment, the movies are a better deal. 


THE GAME 
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Trace. Research. Analyze. Exterminate. Welcome to T.R.A.X., an elite 
undercover unit prepared to respond to extraordinary 911 distress calls. In 
charge of T.R.A.X. during the graveyard shift, you will be responsible for 
analyzing calls, dispatching veteran T.R.A.X. agents and giving the orders 
to deal with whatever goes “thump” during the night. Your purpose is 
plain and simple; locate and destroy the evil before it finds you, and do it 
as quickly as possible. You’ll be surprised by the variety of characters 


Frank 


Terror T.R.A.X. is basically a minimalis- 
tic interactive movie. Borrowing the con- 
cept from Dragon’s Lair, you simply 
watch an FMV sequence until you're 
prompted to make a decision from two 
choices. Through the painful process of 
trial-and-error, you'll eventually figure 
out the proper. sequence of choices in a 


Originality 


15 


Playahility 


4 


Visuals 


Audio 


since they’ re hardly worth owning for 
more than a few hours. 


Originality 


10 


Playability 


} 
6] 
i, || 


Ted 


This game is primarily a “sit back and 
watch the movie” kind of game, with very 
little player interaction required. Game 
play consists of hitting either the “A” or 
“B” key when you are presented with a 
choice. Make the wrong choice and you 
generally die. Make the right choice and 
sit through piouiet three minutes of 


bered at a as one of ne games that 
might have been. 


Originality 


Playabilit 


< 


that you’ll encounter; including vampires, ghouls and the undead. Ether, a 
ghostly cyberguide, will assist you in your duties and advise you during a 
crisis. You’ll also be equipped with the latest high-tech tools, like the 
GPS Locator that can trace demons anywhere across the globe. Terror 
T.R.A.X. features live actors in ultra-realistic, full-screen, full-motion 
video for a truly horrifying interactive experience. Realistic violence and 
suggestive themes incur an advisory rating of 13 years of age and older. 


Scott 


Terror T.R.A.X. is an interesting concept 
that was fun for me to play at least once 
all the way through. Unfortunately, it isn’t 
long enough to play for more than a few 
hours. The concept could have had me 
playing for a whole afternoon if it had 
more substance. The direction that the 
plot takes is Gependent on sb choices 


major dreabatk for me. | like to be in 
total control of the choices, not partial. 
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ated by Raven Software, Inc. Published by id Software, Inc. 
Doom!" and id’ are trademarks and the id logo® is a regis- 

Windows® are registered trademarks and the Windows 95 
other trademarks are the property of their respective companies. 
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, THE SOUND I[S BIGGER AND BADDER, THE 


IN FACT, 


AND THE HORRORS ARE EVEN MORE UNIMAGINABLE. 


EVIL 1S MORE EVIL, 


IS HAVING TO MESS WITH THE DOS PROMPT. 


THE ONLY NIGHTMARE YOU’VE BEEN SPARED 


WIND@®WS”’ 95. 


een ee 


means Visiting 
the Dark Pit of — 
your Soul. 
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Enter the first level of 


Buried within is a secret to D. So i 
and enter the D sweepstakes at participat 


http://www.acclaimnation.com | 


“SPINE-TINGLING 
ACTION!"-EGM 


A full moon rises over L.A. National Hospital. 
D... the Daughter. 
‘Inside—the father, a doctor gone mad...but why? 


D... Darkness. 


Outside—the daughter...the innocent, the seeker. 


D... Destiny. 
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DON'T PLAY IT IN 
THE DARK! 
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Grab A S€t = seaytatersctive 
: 919 East Hillsdale Bivd. 
of wheels, = Foster city, ca 94404 
Phone (415) 655-8000 
then head = Faxtawiess-8031 
to the Sony Interactive 
pIVCCIS JOY 3 eeu wh 
> DOS 5, 2xCD-ROM 
the ride of : ™”* 
your life. 3 Pentium, PC video card 
Mouse or Keyboard 
One Player 
Average Score ; PC and compatibles 
33 FE 
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oe “Take that, you skate-rat!” ESPN® Extreme Games will have you flying or scraping across the pave- 


ment at over 60 MPH. 


od: Intense action and great animation. 


training course. 


THE GAME 


Strap on your helmet and get ready to break a few speed limits with 
ESPN® Extreme Games. You can choose from the latest in modern-day 
sports equipment, including in-line skates, mountain bikes, skateboards 
and street luges, then head for the roads of either San Francisco, Lake 
Tahoe, South America, Rome or Utah. Each mode of transportation has 
its own characteristics ideal for different road conditions. Go head-to- 
head against the computer while avoiding obstacles, jumping ramps, and 


$4 


Originality 
Playability 


| surprisingly enough, 


Frank 


Usually I’m somewhat pessimistic when | 
come across a console game that has 
made its way onto the PC. At least in the 
past, these console-to-PC cross-overs 
suffered from blurry graphics and a loss 
of playability. ESPN Extreme Games is, 
fun to play 
(although the FMV sequences still look 
like crap). And as, boring as non-motor- 
ized street racing sounds, its actually 
quite entertaining, especially when you 
run into a mailbox or cause another per- 
son to/seriously wipe (knocking, skate- 
rats off their Doards induced a very 
rewarding sense of satisfaction). | also 
liked being able to upgrade my equip- 
ment with my race winnings. Worth 
checking out as a demo if nothing else. 
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84 


Originality 


87 


Play ability 


FMV-hostette Suzy Kolber could not be more annoying if she took a 


Ted 


Although the graphics are less than they 
should be (particularly the FMV por- 
tions), ESPN Extreme Games is addic- 
tive. There are a couple of downsides 
here that should have been taken into 
account early in the game’s develop- 
ment. For one thing, there are only five 
tracks (plus a bonus track for hitting all 
the gates), albeit,long and varied ones. 
The other thing is the length of a “sea- 
son,” which is all of ten races long. 
Unless youre the Almighty himself, don’t 
count /On ever being able to make 
enough money racing to upgrade all your 
equipment to the top of the line, and at 
the end of the season, you'll lose all your 
equipment anyway. Fun, yes, but you 
may want to wait for the price to drop. 


80 


Originality 


82 


Playability 


18 
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19 


A good conversion from the Sony PiayStation that’s worth checking out. 


punching and kicking nearby opponents. You can race in a single exhibi- 
tion race, practice, or compete throughout a season while saving up your 
race winnings to upgrade your equipment in the “pro shop.” Three diffi- 
culty settings provide challenging game play regardless of your street rac- 
ing experience. Like the original PlayStation version, ESPN® Extreme 
Games includes hidden bonus levels, shortcuts, cutting-edge music, digi- 
tized sound effects and voice-overs by actual ESPN® announcers. 


Scott 


ESPN Extreme Games is fast, furious 
and lots of fun. The graphics are less 
than they should be given the technolo- 
gy available, and the sound is annoying 
after a while. The action is for the most 
part, worth the hassles. | had a fun time 
with the kicking and bumping and punch- 
ing action of knocking the other charac- 
ters out of the race. \onsideted the lack 
of number of the courses to be a severe 
drawback. Although there are different 
courses, there are not that many. The 
tracks are’ different and the Scenery is 
too, but | had the feeling that the game 
creators ‘could have done much more 
with it. Also, the fact thatyoulose every- 
thing at the end of the season is a severe 
drawback to building a racing career. 


“THE 11TH HOUR } 
{the five stages.} 


l 
Shock. 


You finally figure out The 7th Guest”, only to hear that its sequel, The 11th Hour is going to be released. 


Disbelief. 


This cant be true! You read the articles, memorize the reviews, & talk incessantly about The I1th Hour. Friends shun you. 


3 


Resentment. AY. 


They said it would be out, and you believed'them. Where is it?! Why would they lie. to your!! : 


eZ Bie. See ee yes 


AES 


gee F 
a 
# 
wet 


Acceptance. ie 


It's out!!! Finally! It’s everything they said it would be & more. Now, if you could just figure out what is behind the.... 


$e, 
yo. Sees ees 
: Sa 
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oe Visit our web site at http://www.vie.com 


The 11th Hour: The sequel to The 7th Guest & The 7th Guest are trademarks of Virgin Interactive Entertainment, inc. & Trilobyte, Inc. © 1995,©1992 Virgin Interactive Entertainment, Inc. & Trilobyte, Inc. All rights reserved. Virgin is a registered trademark of Virgin Enterprises, Ltd. 


You can stop grieving now. The 11th Hour has finally arrived. This PC CD-ROM game fuses incredible 3-D graphics and mind- numbing challenges 


with a full-length psychological thriller. It’s also 12 times bigger and two CDs longer than its 


TRILOBYTE 


predecessor, The 7th Guest. So, is The 11th Hour really worth the wait? Well, we think it’s totally killer. 
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Available on CD-ROM 


the PROEE 


Distributed by: ; S44 
GameTek - 
2999 NE 19 1st Street 
Suite 500 

Aventura, FL 33180 
Phone (305) 935-3995 
Fax (305) 932-8651 


Developed by: 
GameTek 


Requirements: 
486/33, SMB RAM, SVGA, 
Win 95, 2xCD ROM 


Recommended: 
486/66 or Pentium 


Controller: 


Keyboard, Joystick 
Number of Players: 
One Player 


Available for: 
PC and compatibles 


Street Price: So When you get tired of simply racing, load up the spikes that are in the front of your car and catch 


$32.99 yourself some lunch. After all, these guys are trying to kill you. No worries, mate. 


About the 
most fun 
you'll ever 
have 
splattering 
pedestri- 


ans. 


Average Score 


The Good: You can run over pedestrians with no repercussions. The Bad: That is about all there is to the game, unfortunately. The 
Final Word: If you are a fan of good driving games, you will be disappointed. If you are just bloodthirsty, go for it. 
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Hop into the taxi and pray that you get where you’re supposed to go. you are behind the wheel. Between the several different arenas, you’ll be 
Road Warrior from GameTek bring all the action that you can handle of challenged by the task of getting to your next competition in one piece. 
road racing, demolition and arcade style driving to the PC. Youcan jump —_—‘ Tanks, enemy cars and pedestrians will all try to kill you. The object is to 
right behind the steering wheel and go for it. In the game, you are a Road __ get to them first, so be ruthless and try not to damage the car too much or 
Warrior. Dirty, mean and a nasty driver when it comes to pedestrians. your employer will have to terminate you. Road Warrior for the PC 
You are hired, or shall we say owned, by a company that subsidizes your _ brings SVGA graphics and multiple racing challenges for your road 
career in the different tournament arenas. Your life depends on how agile __ killing enjoyment. Start the engine and hit the people, I mean the road. 


Frank Ted Scott 


Road Warrior is essentially a bad combi- Take the Quarantine engine, mix with Road Warrior is an extremely disappoint- 
nation of Zone Raiders and Destruction new missions, sprinkle liberally with all- ing piece of software. | had high hopes 
Originality Derby. However, if you thrive on gore, Originality "ew plotline, and add a dash of new Originality that it would be very cool. The interface 


50 hillbilly music and comic book themes, 81 graphics. What do you get? About what 68 was easy but the game itself was boring 
ility 


you might not be disappointed. you get when you combine a cow with as all hell. Now that | have said that, 
Playabilit Graphically speaking, the hi-res SVGA Playability grazing land: manure, and a lot of it. Playability there is a point of interest. The satisfac- 


graphics looked exactly like the low-res Road Warrior is easily the stupidest idea tion gained when you are able to disem- 

65 VGA graphics, and the pixilated anima- 11 I've seen this year (although the year is 69 bowel a pedestrian is, to say the least, 
Visual tion was ¢ ni ssive | also Visuats "°° satisfyin | Kers bar. The 
music was , the Cartoon images 

£ overall feel of the 


‘9 Dludgeoned 


theme from ic re 
Manual The missions could've been more chal- Manual this title for almost any rease 

lenging, and quite honestly, the game bottom of the barrel,” Road Warrior is for way, what is it with all the blood and gore 

could’ve been more playable. Yuck! you. nowadays? Run like hell from this one. 


COMPUTER GAME REVIEW 


A spy must master 
_ the tools of his trade. — 


NOW AVAILABLE ON MS-DOS® AND WINDOWS® 95 c0- ROM. 


_ BEGIN YOUR SPY HUNT AT HTTP://WWW.ACTIVISION.COM OR TYPE [60 SPYCRAFT| ON COMPUSERVE. 


Activision is a registered trademark and Spycraft: The Great Game is a trademark of Activision. Inc. © 1996 Activision, Inc. All rights reserved. All other trademarks and trade names are the properties 
es, of their respective holders. The Central intelligence Agency has not approved. endorsed or authorized the making of Spycraft: The Great Game. 


sos ACTIVES SION. 


Or die trying. 


IN COLLABORATION WITH 


WILLIAM COLBY OLEG KALUGIN 


CIA KGB 


FORMER DIRECTOR FORMER MAJOR GENERAL 


A spy has many tools.at his disposal. 
As does his opposition. Skill is everything. 
It could make the difference between a master 
spy...and a dead spy. 

Introducing Spycraft, the first authentic 
spy thriller CD-ROM game. Featuring actual 
secrets from the real world of espionage, 

a true online gaming link to outside Web 
sites and a realistic storyline. 


the Enemy 
Devoid 


of your 
identity, 


you must 


unmask 
the evil to 


survive. 
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$49.99 


Angel Devoid: Face of 


Distributed by: 
Mindscape 

88 Rowland Way 
Novato, CA 94945 
Phone (415) 897-9900 
Fax (415) 897-2747 


Developed by: 
Electronic Dreams, Inc. 


Requirements: 
486/66, 8MB RAM, SVGA, 
DOS 5.0, 2xCD-ROM 


Recommended: 
Pentium 


Controller: 
Mouse or Keyboard 


Number of Players: 
One Player 


Available for: 
PC and Macintosh 


Street Price: 


that or they don’t make Bloody Mary’s like they used to... 


This is without a doubt, a picture of one of the worst bad hair days that we have ever seen. Either 


The Good: Seamless animation and ahove-average FMV quality. The Bad: Just a tad too much gore for our tastes. The Final Word: 
if nothing else, the pilot is interesting. 
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Last week, you were Jake Hard, 
a cop on the Paradise City Police 
Department who for the last sever- 
al months has been on the trail of 
the infamous Angel Devoid. 
Recently you played hero and 
tried to defuse a bomb that subse- 
quently blew up half the building 
and took your face with it. Luckily 
enough, the medics arrived soon 
after to stabilize your condition 


and save you from certain death. 
But your face had been horribly 
disfigured from the accident. Not 
knowing your true identity, the 
surgeons were able to reconstruct 
your face according to a photo- 
graph they found on your person. 
Unfortunately, the photograph was 
a picture of your target Angel 
Devoid, and not of you. When you 
finally awake at the hospital, you 


look in the mirror to dis- Hi 
cover that you now look |" 
exactly like Angel. q 
Whoops! 

With your new found 
identity of this fugitive 
from the law, you find 
you’ve become the 
hunted instead of the 
hunter. Your only chance 
to survive is to locate the 
true Angel Devoid and 
bring him before the law. 
Only then will you be 
able to clear your name 
and serve justice. But how will the 
rest of the world know who the 
real Angel Devoid is? 

Using your new identity in order 
to catch the real criminal, you 
must infiltrate the dark recesses 
within the cybergothic world of 
Neo-City and piece together the 
clues that will lead you to Angel. 
With absolutely zero backup from 


Catching Angel Devoid is no 
easy task. 


“Girlfriend in a coma, | know, | know...” 
Wait a minute...that’s not Morrisey! 


your former employer (the PCPD) 
and a plethora of ominous ene- 
mies lurking around every corner, 
you must rely on your insights, 
intuition and reflexes in order to 
survive. The police think you’re 
Angel and want to put you behind 
bars. The mob just wants you 
dead. The odds are definitely not 
in your favor this time around, 
Jake. Better start thinking how 
you’re going to get yourself out of 
this mess. 


This is just one of the remnants of the evil 
that infests Neo-City. 


Angel Devoid is the latest 3D cinematic 
adventure game from Mindscape and Electric 
Dreams, Inc. You will assume the role of Jake 
Hard (with his newfound identity of Angel, of 
course) in this first-person perspective, virtual- 
reality world complete with an entire cast of 
professional actors. Its richly detailed and 
sophisticated storyline will immerse you deep 
within its mysterious plot while keeping you at 
the edge of your seat with its suspenseful, non- 
stop action. There are several different possible 
endings to experience in Angel Devoid, each 
adding a whole new dimension to the original 
storyline. Replayability is enhanced as well 
while encouraging you to make new and differ- 
ent decisions the next time you sit down and 
play. Sinister games and deceitful puzzles will 
challenge your wits and test your nerves. A 
built-in “attitude control panel” allows you to 
choose and balance your own actions and 
moods when interacting with other characters 
throughout the game. The intuitive point-and- 
click interface allows you to interact with the 
3D environment while collecting useful items 
and managing your inventory. Combat is as 
easy as selecting your weapon from your 
inventory and aiming the crosshairs on your 
target (just be sure to be quick on the draw). 


Frank 


This game is definitely devoid alright; 
@ devoid of good taste and playability. 


Originality \indscape could've eased up on the 
excessive amount of unnecessary vio- 
lence and gore. Many of the scenes are 
Playability absolutely tasteless (see picture), 
although some people might actually be 
86 entertained by this. As far as playability 
Visuals |S concerned, you'll find yourself being 
bullied by the game to make the correct 
decision within a minute time frame. If 
you don’t, something will pop out from 
nowhere and kill you, which makes for 
extremely unforgiving and linear game 
play (especially if you haven't saved your 
game anystimesrecently)wAngel Devoid 
also has one of the longest load times for 
any game |'ve ever played; it took about 
a minute and a half on a P133 with an 8- 
speed CD-ROM drive (I shudder to think 
how long 2.486 might take), On a higher 
note, the combination of 8D rendered 
graphics and FMV sequences is pretty 
decent. Overall, I'd wait till this one hits 
the bargain bin. Mediocre at best. 


wrong end of a gun. 


You can also uplink to the I-NET via your 
NeRD (Neural Retinal Display) to access the 
latest pertinent information from the Paradise 
City Police Department. Angel Devoid also 
features an original music soundtrack and 16- 
bit digital stereo sound for the highest quality 
in audio performance. 

Can you survive the turn of events with your 
new identity and locate the “true” Angel 
Devoid before your inevitable fate finds you? If 
you’re determined to stay alive and put the 
enemy behind bars, you’ll have to take advan- 
tage of your misfortune and exploit the unique 
possibilities as Angel Devoid. 


Ted 


little less nasty. 


95 Well, this is certainly one to keep the 

: youngsters away from. This game is 
Graphically Violent in a manner that is 
unrivaled in my experience. Wholesale 
slaughter seems to be the motif du jour; 
you'll waste a slew of people in manners 
that are physically disgusting (within the 
first five minutes or so, you'll turn a 
woman's head into just so much blood 
spatter). While Phantasmagoria had 
some pretty disgusting gore, it was also 
cartoon-type humor; this is person-to- 
person interaction that I’d rather not see. 
’m no Puritan, but this stuff is pretty 
damned disturbing. Having said that, 
let’s look at.thegood stuff:that’s in Angel 
Devoid: the story is good, the video is 
okay (even if it is interlaced), and the 
sound is excellent. Overall, Angel 
Devoid made me sort of jumpy and ner- 
vous; enemies abound, and they'll kill 
you quickly. | can’t decide whether or not 
I'd spend my money on this game; given 
a choice, I’d probably want something a 


Originality 


Playability 


You'll often need to act fast in the world of Angel Devoid. Move too slowly and you'll end up on the 


x 


+ 


You'll have to use all the tools at your dis- 
posal, even if it means venturing into 
cyberspace to gain the upper hand. 
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Scott 


Angel Devoid is an excellent example of 
technology and taste gone awry. While 
the graphics are stunning, (in more ways 
than one), and the interface is simple, 
just point and shoot, the game played 
slow on a P 133 with an 8xCD ROM. It 
is however, in all fairness, an interesting 
game concept that had me on the edge 
of my seat at times wondering what was 
going to happen next. Unfortunately, | 
found that blood and gore were the main 
meal. The dark scenery and brooding 
atmosphere was a nice touch that 
matched the story perfectly. As a warn- 
ing to consumers however, | would not 
be doingmyjobifhdidn'ttelhyou that this 
game will most certainly disgust the sen- 
sitive viewers, For those gamers that like 
graphic blood and gore, lap it up. | per- 
sonally would have really liked the game 
if it weren't $0 explicit. Violence abounds 
and it is deeply unnerving, | hope this is 
not the new Societal norm in computer 
games. If it is, then | am going to be pick- 
ing a different line of work. 


COMPUTER GAME REVIEW eee 


SHIPPING 


Place an order 
for an out of 
stock software 
item and receive 
FREE overnight 
Shipping when 
the product 
becomes avail- 
able. Handling 
$2 per shipment. 


3D Blaster VLB 
Advanced Grvs Ultra $74 
American Laser Gun $43 
Audiophile 30A Spkr $189 
Audiophile SW20A $139 


$335 


Batter Up for PC $52 
CH F-16 COMBATSTK $58 
CH F-16 FGHTERSTK $96 
CH F-16 FLIGHTSTK $36 
CH Flight Stick $28 
CH Flight Stick Pro $48 
CH Gme Card 3 Auto $25 
CH Pedals $46 
CHPRO PEDALS '- $74 
CH PRO THROTTLE $94 
CH Throttle $62 
CH Virtual Pilot Pro $69 
Gravis Eliminator $19 
Gravis Firebird $58 
GRAVIS GriP CTRL $84 
Gravis PC Game Pad$19 
Gravis Phoenix/Dscnt $83 
HEAD-ON MODEM $129 
Head-to-Head Cable $24 
Jazz J-351 Speakers $43 
Joyswitch $38 
Labtec CS-150 Spkrs $14 
Logitech W’gMan Ext $45 
Notebook Gameport $42 
Reel Magic Upgrade $99 
SIDEWINDER PRO $56 
Snd Blaster 16 Value $95 
Snd Blaster 32 IDE $152 
S Blaster 3Xi Omni $149 
S Blister Perform 4x $229 
Sound Galaxy BX2 $29 
Sound Galaxy NX2 $49 
S Galaxy NXPRO Kit $49 
Sound Scape 16 = $149 
Spaceball Avenger $99 
Stealth642mbDRam $201 
Suncom F15 Eagle $118 


Suncom F15 Talon $75 
Suncom SFX 2 $25 
Thrustmaster: 
DRIVING CTRL T2 $108 
F16 TQS TROTTLE$108 
FCS Pro $99 
FLC (F16) $108 
FLCS Limited $499 


Flight System Bndle $52 
Game Card $25 
Pro Golf System $559 
Rudder System $98 
Weapons System $88 
WIZARD PINBALL $32 
XL Action Cntroller $24 
XLC Joystick Bndle $44 
VFX1 VR Headgear $995 


Vivid 3D Pro $105 
CGR496P1 


1001 Nights of Doom $19 


Castle Wolfenstein $19 
Chaos Overlords $29 
CRUSADER $48 
CyberMage $44 
Dark Forces $47 
Doom 2 $43 
DUKE NUKEM 3D $49 
Final Doom $46 
Hexen $49 
HyperBlade $45 
Magic Carpet 2 $44 


Doom 2 Mster Levels $25 


Mission Force $48 
Road Warrior $32 
Ruins $44 
Shadow Warrior $49 
Skull Cracker $41 
Space Hulk 2 $40 
Subterrane $29 
Tek War $46 
TERRA NOVA $41 
The Mortificator $42 
Twisted Metal $38 
Ultimate Doom $31 
Warhammer 40K $39 
WITCHAVEN $39 
XS $37 


3D ULTRA PINBALL $40 


BC Racer $25 
Batman Forever $44 
Corpse Killer $28 
DefCon 5 $44 
Dragons Lair 2 $39 
FX Fighter $44 


FULL TILT PINBALL $24 
Hive $43 
Last Bounty Hunter $37 
Lode Runner Network $40 
Looney Labyrinth P-bil $29 


Maximum Surge $35 
Monster Island $44 
Mortal Kombat 3 $46 


Pinball Fantasies Dlx $29 
PINBALL ILLUSIONS $29 
Pinball World $35 
Primal Rage $47 
Pro Pinball: The Web $28 
REBEL ASSAULT 2 $47 
Royal Flush Pinball $22 
Space Runner $42 
Spr St Fghter 2& Ctrl $36 


Time Pockets $46 
Toh Shin Den $42 
Tri-Tryst $24 
WWF Arcade $45 
WWE Raw $41 


‘THE LAST 
BLITZKRIEG’ 
will put you in the 
heat of Hitler's 
last chance at 
victory in the 
West. Detailed 
battles, new land 
combat system, 
operational artifi- 
cial intelligence, 
six scenarios, 
replay feature for 
reliving bat- 
tles, network 
and modem 
play! CD $41 


‘WOODEN 
SHIPS & IRON 
MEN’ Take com- 
mand of the 
mightiest Amer- 
ican, British, 
French and 
Spanish war- 
ships deployed 
during the Amer- 
ican Revolution 
and Napoleon 
Eras. Choose 
from 17 historical 
ship to ship 
and fleet sce- 
narios! CD $39 


10th Planet $44 
7th Guest 2: 11th Hr $53 
Alien Alliance $48 
Alien Trilogy $46 
Aliens $43 
Alone in the Dark 3 $44 
Angel Devoid $43 
Are U’ Afraid of Dark $40 
Babylon 5 $28 
BAD MOJO $44 
BEAVIS & BUTTHEAD $33 
Bioforge Plus $44 
BioHazard Five $47 
Black Diamond $44 
BrainDead 13 $38 
Buccaneers $48 
Burn Cycle $34 


Cadillacs & Dinosaurs $28 
Chewy Esc from F5 $44 


Chronomaster $47 
Creation $52 
Curse of Dragor $41 
Cyberia 2 $48 


Daedalus Encounter $29 


Darkseed 2 $45 
Dark Eye $39 
DEATH TRAP DUNG’N $42 
Dinotopia $46 
Diskworld $35 
Double Trouble $40 
DRUID $39 
Ecstatica $35 
Elk Moon Murder $27 
Entombed $29 
Entomorph $35 
Fade to Black $47 
Frankenstein $46 
Freelancer 2120 $41 
FULL THROTTLE $45 
G-Nome $43 
GABRIEL KNIGHT 2 $55 
Gadget $45 
Gender Wars $38 
HardJack $48 
Harvester $46 
Heart of Darkness $55 
Hellraiser $52 
| Have No Mouth $45 
In the First Degree $46 
Indestructibles $44 
Inca 2 $16 
Jack the Ripper $19 


Journeyman Project 2 $46 


King’s Quest 7 $25 
King’s Ransom $32 
Kingdom O’ Magic $38 
Knights Chase $42 


Lawnmower Man2 $44 
Legend of Kyrandia 3$25 
LION $42 


$44 
Lost Mind of Dr Brain $36 


Lords of Tantrazz 


Mission Critical $39 
Monstrous City $44 
Myst $48 
Nibelrung Ring Cycle $39 
Night Trap $28 
Normality $48 
Odyssey $44 
PANDORA DIRECTIVE $54 
PHANTASMAGORIA $53 
Pitfall $43 
POLICE QUEST5 $50 
Power Dolls $30 
Predator $44 
Prisoner of Ice $42 
Promised Land $41 


Redjack’s Revenge $46 
RETURN ZORK:NEM $53 
Riddle of Master Lu $48 


Ripper $48 
Rivers of Dawn $41 
Sato City $40 
Scroll $38 
Sentient $40 
Shadows $40 
SHANNARA $41 
Shivers $37 
Silverload $38 


Simon the Sorcerer 2 $35 
Skyborg:Into t’ Vortex $44 
Space Quest 6 $45 
Space Ship Brainlock $49 
Spaceship Warlock $29 
Spawn $37 
Spycraft: Great Game $47 
Star Trek: Judgement $15 
Star Trek: Academy $46 


Star Trek: Voyager $48 
Starship Troopers $39 
Synnergist $40 
Terminator: Ftre Shck $44 
The Dig $47 
The Trial $44 
Time Commando $45 
Time Gate $42 
Time Lapse $44 
Titanic $44 
Torin’s Passage $50 
Treasure Quest $46 
Trouble is my Biz $46 


Under a Killing Moon $29 


Urban Decay $39 
Voyeur 2 $42 
Wetlands $19 
Wolf $19 


Woodruff & Schnibble $32 
Zeddas $34 
Zeram:Ultimate Alien $34 
Zombie Dino $30 


‘MECHWAR- 
RIER Il’ You’re 
strapped into 
a. -=100° - ton 
machine that 
can annihi- 
late a sqad- 
ron of F-15s 
in a heartbeat. 
From ice to 
desert to 
urban land- 
scapes. Fight 
for survival, 
glory, honor and 
the pride of the 
clan. CD $45 


‘HEROES OF 
MIGHT AND 
MAGIC’ You must 
conquer the world 
through the 
Strategic use of 
resource manage- 
ment and battle 
savy. Features 
up to three 
customizable 
computer con- 
trolled warords, 
stunning super 
VGA graphics, 
and dynamic 
sound. CD $34 


ADD Three Worlds $26 
Alien Legacy $36 
Anvil of Dawn $34 
ARENA DELUXE = $47 
Betrayal atAntara $48 
Cyber Space $38 
CyberJudas $32 
Dark Sun 2 $19 
Death Keep $39 
DIABLO $44 
Disciples of Steel $22 
Dungeon Master 2 $38 


ELDER SCROLLS 2 $49 
FORGOTTEN REALM $44 
Halls of the Dead $40 
Hunters of Ralk $48 
Knights of Xentar $31 


Lands of Lore 2 $46 
Lords of Midnight $47 
Menzoberranzan $29 


Might & Magic Trilogy $19 
Ravenloft 2 $46 
Realms of Arkania 3 $46 


Star Trail $36 
Star Trek Deep Spce 9 $41 
Star Trek TNG Unity $46 
Stonekeep $50 
Terracide $42 
Thunderscape $44 
Ultima 7 Series $15 
Ultima 8 & Speech $32 


Ultima 9: Ascension $52 
Vampiret’ Masquerade $48 
WIZARDRY GOLD $35 
World of Xeen $24 


7th Guest 2: 11th Hr $16 


AH-64 Longbow $18 
Across the Rhine $16 
Aliens $16 
Acsendancy $16 
Biogorge $17 
Colonization $16 


Command & Conquer $16 


Crusader $18 
Cybermage $18 
Dark Forces $16 
Dungeon Master2 $16 


Heroes Might Magic $16 
Jagged Alliance $18 
Jet Fighter 3 $16 
Journyman Project 2 $16 


Mechwarrior 2 $16 
Panzer General2 $16 
Phantasmagoria $16 
Space Quest 6 $16 
Stonekeep $16 


Wing Commander 4 $18 


‘RIPPER’ Jack's 
back. In 2060, 
a vicious serial 
killer stalks the 
mean streets 
of NY, eviscer- 
ating his vic- 
tims and van- 
ishing without a 
a trace. The 
police are baf- 
fled, the city 
paralyzed with 
fear. Only you 
as Crime reporter 
can crack the 
case. CD $48 


Cos Sai 


1943: Europ’n Air War $49 


A-10 Attack $48 
A-10 2 $48 
A.T.F. $48 


AH 64D LONGBOW $48 
Aces of the Deep 2 $48 
Across the Desert 41 $48 


Across the Rhine $45 
Afterlife $48 
A.C.S. Navy Fighters $47 
AIR WARRIOR 2 $40 
Airpower $35 
Apache $44 


Army Air Corps ‘42 $48 
BTLECRUISER 3000 $45 


Chopper Strike $52 
Combat Air Patrol $25 
Command $47 
Confirmed Kill $42 
Dark Ride $49 
DAWN PATROL2 $42 
Death Race $34 
Demon Driver $39 
DESCENT 2.0 $48 
DESTRUCT’N DERBY $40 
EarthSiege 2 $48 


F-16 Fighting Falcon $44 


FA 18 Hornet $54 
Falcon 3.0 $16 
Falcon 4.0 $52 
Fast Attack $44 


FIGHTER DUEL PRO $34 


Fighting Falcon $47 
Flight Unlimited $48 
Flying Aces $49 
Flying Corps $44 
Flying Nightmares 2 $42 
Flying Tigers $42 


Great Naval Battles 5$44 
Hind Helicopter $46 
INDY CAR RACING 2$48 


Jet Fighter 3 $47 
Jet Ski Rage $39 
M1 Tank Platoon2 $48 
Mech Commander $40 
MECHWARRIOR 2 $45 
MechWarrior 2 Exp $26 
MS FS Flight Shop $38 
Mig Alley $46 
Renegade 2 $26 
SU-27 Flanker $46 
SAIL ‘95 $39 
Savage $40 
Screamer $41 
Sensory Overload $42 
SILENT HUNTER $46 
Silent Steel $45 
Star Rangers $44 
Starfighter 3000 $42 


Sub War 2050 Plus $19 


ek ENT 
HUNTER’ 
Authentic 
W.W. II film 
footage, cine- 
matics, and 
narration 
throughout the 
game will give 
the player a 


historical feel 
of what it was 
like to com- 


mand a sub- 
marine during 
the war in the 
Pacific. CD $46 


Spr Tank Commander $40 
T-MEK $38 
TFX EF2000 $45 
Terminal Velocity $34 
The Darkening $54 


The Need for Speed $47 
Tie Fighter Collectors $47 
Top Gun: Fire At Will! $45 


Tower $42 
Trophy Bass $48 
Virtual Karts $41 
Werewolf /Comanche $48 
Whiplash $46 


Wing Commander 3 $33 
WING COMMAND 4 $54 
World CircuitGP 2 $41 
World Circuit 2 Net $42 
World Circuit 2 Mngr $41 


X-Car Experimental $44 
X-Wing Collector's $24 
3-Decathlion $42 
APBA Baseball 3 $37 
Blood Bowl $29 
Decathlon $48 
ESPN 2 Extreme $34 
ESPN Hockey $40 
EuroGolf $44 


FIFA Int'l Soccer ‘96 $40 
Frank Thomas Bsball $44 
Front Page Bseball 96 $48 
Front Page Football 96 $48 


Gone Fishin’ $25 
Hardball 5 $40 
Hooves of Thunder $35 


Internat’l Tennis Open $44 
J Nicklaus at Muirfield $40 
Links Pentium $49 
Links Pro 386 $19 
MADDEN FTBALL 96 $40 
Microsoft Baseball $51 
NBA Airborne ‘95 $39 
NBA Jam Tournam’nt $44 
NBA LIVE 96 $40 
NCAA Champ B-ball $44 
NCAA Football $44 
NFL Qrtrbck Club ‘96 $45 


NFL Super Bowl $39 
NHL Hockey 96 $44 
Old Time Baseball $48 
PBA Bowling $32 
PGA Tour Golf 96 $44 
RBI Baseball ‘96 $40 
TNN Outdoor Bass 96 $48 
Tee Time $19 


Troy Aikman Football $42 
Ultimate Football ‘95 $25 
Unneccessary Rgh ‘96 $42 

© 1995 CHIPS & BITS, INC. 


‘TOP GUN’ All 
the thrills of this 
fast action dog- 
fighting adv. 
story come to 
life in this fun 
interactive 
product. Begin 
with vivid com- 
petition for the 
Top Gun trophy 
while experi- 
encing all the 
sights, sounds 
and characters 
of the original 
movie. CD $45 


DES CEN T 


‘DESCENT 2’ 
30 new levels 
take the player 
through = mis- 
sions on four 
separate plan- 
ets. New ene- 
mies include 
intelligent 
robots that will 
adjust to the 
player's strate- 
gy, hunt the 
player down 
and suck up 
his energy 
supply. CD $48 


‘THRUSTMASTER WIZZARD PINBALL CON- 
TROLLER’ Two dual stage flipper buttons with 
nudge & tilt sensors attach to your keyboard for the 
ultimate in pinball action! Royal Flush included! $32 


1830: RR’s & Robbers $34 
Advanced Civilization $39 


Airbux 1.2 $19 
Alexander $39 
Allegiance $34 
ANCIENT EMPIRES $44 
Ares $42 
ASCENDANCY $44 
Battles in Time $35 
Black Beard $34 
Breach 3 $40 
CEO. $43 
CAESAR 2 $47 
Capitalism $42 
Celtic Tales $34 


Citizens: Backwater $42 
CIVILIZATION 2 $42 
Civilization Network $47 
Colonization Gold $48 
COMMAND & CONQ’R $47 
Command&Conquer 2 $52 
Complete Carriers $42 
Conquered Kingdoms $19 
Conquer Kingdoms 2 $38 
Conquerer A.D. 1086 $44 
CONQ’ST OF N WRLD$46 
Corporate Colonies $35 
Deadline $38 
Destiny $48 
DUNGEON KEEPER $48 
Empire 2: Art Of War $29 


Empire Builder $39 
Exploration $40 
FANTASY GENERAL $43 


Genghis Khan 2 $34 
Gettysburg: Turn’g Pnt $15 
Hero Might & Magic $34 
High Seas Trader $25 
History of the World $42 


Into the Void $42 
Jagged Alliance $36 
J. A.: Deadly Games $34 
Konquest $35 
Lemmings $25 
Lemmings 3D $40 
Lost Admiral 2 $39 


Machiavelli the Prince $19 
Master of Magic $25 
Master of Orion $25 
MSTER OF ORION 2 $42 
Metal Lords $34 
Metal Marine Mstr Ed$48 


Metal Storm $48 
Millenia $42 
Northlands $39 
Ocean Trader $44 
OrionBurger $39 
Outpost 2 $49 


PAX IMPERIA 2 $46 
Railroad Tycoon 2 Clsc$24 
© 1995 CHIPS & BITS, INC 


‘NHL 96’ Strap 
on your helmet 
and cinch up 
your skates 
because this is 
ice hockey, not 
nice hockey, a 
fast and furious 
all out assault 
on your senses 
where _ break- 
aways are met 
with bone 
quaking body 
checks. Updat- 
ed teams and 
players! CD $44 


Romance 3 K’gdom 4 $34 


Settlers 2 $44 
Shadow of t’ Emperor $44 
Sim Ant $40 
Sim City 2000 $42 
Sim Earth $40 
Simlsle $35 
SIMTOWER $31 
Space Bucks $44 
Space Marines $44 
Space Miner $36 
Spaceward Ho! 4 $24 
Star Base $42 


STAR CONTROL 3 $46 
Syndicate Wars $48 
This Means War $24 
Total Mayhem $42 
Transport Tycoon $24 
Transport Tycoon Dix $42 
Virtual Corporation $46 
Visions of Glory $39 
WARCRAFT 2 $46 
Warhammer: Hrn’d Rat $43 
Warlords 2 Deluxe $41 


Warlords 3 $42 
Wd'n Ship & lron Men $39 
Worlds at War $19 


X-COM:APOCOLYPSE $42 
X-Com: UFO Defense $24 
ZL. $48 


Any One For Cards $25 
Arcade Action Kit $29 
Arcade Classics $29 
Bridge Deluxe 2 $43 
Bridge Master Champ $39 
Casino Gambler Kit $19 
Chessmaster 5000 $44 
Dealer’s Choice Clict $25 
Dragon Dice $44 
Elements $18 
Hoyle’s Classic Gmes $26 
HYPER 3D PINBALL $34 
Infinity Machine Gold $34 
Jeopardy $29 
Lodoss War 1-4ea $24 
MAGIC T’ GATHER’G$41 
Masterpiece Mansion $39 


Mega Maze $28 
Monopoly $40 
Origamo $19 
Shanghai $26 
Solitaires Journey 2 $35 
USCF Chess $40 
Universal Neverlock $19 
Vegas Games $24 
Virtual Chess $36 
Virtual Vegas 2 $24 


7th Fleet $39 
Afrika Korps $42 
Allied General $43 


American Civil War $45 
Battle of Chickamauga $42 
Battle of the Bulge $42 
BTLEGRND SHILOH $42 
Battlegrnd: Ardennes $41 
BG:GETTYSBURG $42 
BG: WATERLOO $42 
Beyond Squad Lead’r $45 
CincPac: Midway $29 
Civil War: 1861-64 $38 
Custer’s Lst Command $32 
DDay:Amer. Invades $39 


Drumbeat $42 
F Command 2 Msion $19 
Gene Wars $44 
Harpoon 2 $39 


Harpoon 2 Btle Set 4 $20 
Harpoon 2 Deluxe $39 
Harpoon Classic $19 
lron Cross 2 $39 
Last Blitzkrieg $41 
MacArthur’s War $16 
PTO 2 $34 
Pacific Storm Midway $36 
Panthers in t’ Shadows$42 
Panzer General $19 
Panzer General 2 $42 
Perfect General 2 $36 
Prf’ct Gneral 2 Editor $30 
Sid Meir’s Civil War $58 
STEEL PANTHERS $39 
The Civ War: Mstr Ed $42 
Third Reich $39 
Tigers on the Prowl $42 
V VICTORY BUNDLE $24 


Victory at Sea $42 
WW 2: 1939-1945 $40 
War College $32 
Aces Collection $48 


Aces over Europe,Aces 
over Pacific,Red Baron, 
Tnk Killer,A10 Tnk Killer 
Attack Stack $29 
Journey Project Turbo, 
Novastorn, Doom 1, 
Chaos Continuum,Spectre 
VR,Lemming Chron, St 
Fighter 2,Crystal Calibum 
Award Win’g Wargme $38 
Carrier Strike, Grigsby’s 
Pac War,Clash of Steel, 
Grigsby War in Russia 
Fantasy Collection $19 
Gangster Bundle $23 


‘PAX IMPE- 
RIA 2’ Control 
every aspect 
of a civilization 
on the verge of 
entering the 
vast frontier of 


space. Econ- 
omics, re- 
search, espi- 
onage, and 


diplomacy are 
the tools you'll 
use to create 
and maintain 
your galactic 
empire. CD $46 


DEFINITIVE WRGME $34 
Decisive Btles of ACW 
1-3, Gold of America, 
Conquest of Japan, 
DDay Battlefront,Global 
Domination, When 2 
Worlds War,Reach for t’ 
Stars,Btls of Napoleon 
& 26 Scenarios, Sward 
of Aragon, Warlords, 
Wargame Cunstruct Set 
2 & 40 Scenarios 

ID Anthology $64 

Kng Quest Anthology $54 

Masterpiece Collect’n $28 

Mile High Club Bun $26 
F-16 Falcin, FA-18 
Hornet, F-23 Black 
Widow,MiG 28 Fulcrum, 
F-14 Tomcat, B-52 
Megafortress 

Mystery Collection $19 
Casino Master,Software 
Toolworks, World Atlas 
V4, Software Toolworks 
Presents 20th Century 
Almanack,Sports 
Cardshop, Great Naval 
Battles, Earth Invasion, 
Megaflux Runners, 
Chessmaster 3000 

Police Quest Anth $48 

Power Hits:Bttletech $19 
Btech 1&2, MchWarrior 

SSI’s Fantasy Fest $39 
Stalongrad, Fantasy 

Empires, Dungeon Hack, 

Ultimate Adventures 
Star Control (1&2) $19 
Take Ten $39 

Dagger of AmonRa, 

Evasive Action, 

Cookbook USA, Might 

Magic 3, Tom Landry 

Strat FB, CD Blaster, 

Publisher's Paradise 

Lite, Humans, Reader 

Rabbit, Casino Pack 1 
THE ARCHIVES $27 
Ultimate Gme Clct’n $27 

Ultima 1-6, Space VR 

Classic, Jet Fighter 2, 

Quantum Gate, Space 

Warlock, Spear Destiny, 

2 CD's ($15 Val), 

PC Gamer Subscription 
War at Sea Collction $18 
W’g Cmnder 1&2 Dx $32 
Wizardry Trilogy2 $33 
Zool Bundle (1&2) $19 


Playstation, Core $319 
ASCII Fighter Stick $44 
PSX Combat Cable $19 
PSX Memory Card $24 
PSX Mouse w/Pad $32 
PSX Multi-Tap $46 
3-D Golf $44 
3D Baseball ‘95 $54 
7th Guest 2: 11th Hr $52 


Aftermath $52 
Alien Trilogy $52 
Alien Virus $52 
Assault Rigs $52 
Basketball $52 
Big Bass Champship $54 
Boxing 96 $52 
Castlevania $44 
Chronicles of t Sword $54 
Dark Legend $52 
Dark Stalkers $52 
Dark Sun $52 
Deadly Skies $52 
Death Crusader $54 
DefCon 5 $52 
Destruction Derby $54 
Disc World $52 
Doom $56 


Dungeons & Dragons $52 
FIFA Intrnt’l Sccer 96 $52 
Fade to Black $52 
Frank Thomas Bsebll $52 
Front Page FB Pro 96 $58 
Front Page Bsball 96 $58 


Hardball 5 $54 
Jumping Flash $54 
Krazy Ivan $54 
Legacy of Kain $54 
Loaded $52 


Lone Soldier 
Madden NFL ‘96 $52 


Mortal Kombat 3 $59 
Myst $52 
NBA ‘96 $52 


NBA In The Zone $48 
NFL Full Contact FB $44 
NFL Game Day $52 
NFL Qrtrbck Club ‘96 $52 
NHL Hockey ‘96 $44 
NHL Hcky (Face Off) $54 


PO’ed $52 
Panzer General $52 
Philosoma $52 


Power Sports Soccer $54 


RESIDENT EVIL $52 
Revolution X $52 
Road Rash $54 
Romance 3 Kgdom 4 $58 
Sim City 2000 $49 
Slayer $52 


Spot Goes Hollywood $54 


eo caer. Vl Sale 
ATTACK’ In 
high tech sub- 
marine war- 
fare, there are 
no problems. 
Only solu- 
tions. Stand- 
ing at the helm 
0) Se Los 
Angeles class 
688! nuclear 
powerd attack 
sub, you sur- 
vey the best 
the navy has 
to offer. CD $44 


ST FIGHTER:ALPHA $52 


Tekken $47 
Transport Tycoon $52 
Twisted Metal $54 


WarHawk: Rd Mercury $54 
Warhammer Fantasy $52 
Wing Commander 3 $52 
Wipeout $52 
X MEN:Childr’n Atom $54 


3DO 6 Button Cntri $26 
3D0O M2 Accelerator $249 
3DO Mouse $40 
3DO Sstm Goldstar $199 
7th Guest 2: 11th Hr $52 
Alone in the Dark 2 $46 
BrainDead 13 $52 
Captain Quazar $54 
Carrier: Fortress $52 


Casper $52 
Castle Wolfenstein $44 
Clayfighter 2 $46 
Creature Shock $44 
Cyberia $44 
DEATH KEEP $48 
DefCon 5 $49 
DOOM $52 
Dragon Lore $46 
Dragons Lair 2 $52 
Duelin’ Fireman $54 
Foes of Ali $52 
Lost Vikings 2 $46 
PO’ed $52 
Primal Rage $49 
Quarterback Attack $54 
Return to Zork $47 


Rock & Roll Racing $48 
STAR FIGHTER $52 
Top Gun $54 
Virtual Stadium Bsbll $54 
Wing Commander 4 $56 
XS $54 


CDi 550 Magnavox $479 


AXIS & ALLIES $44 
Burn Cycle $46 
Choes Control $39 
Creature Shock $44 
Crime Patrol $44 


Defender of t’ Crown $34 
Dragons Lair 2 $44 
Kingdom: Far Reach $39 


Lemmings $32 
Lost Eden $45 
Mad Dog McCree 2 $44 
Space Ace $52 


Saturn System Core $319 
Saturn Stunner Gun $44 
3D Baseball 95 $54 
7th Guest 2: 11th Hr $52 


Alien Trilogy $52 
Amok $54 
Blazing Dragons $52 
BrainDead 13 $52 
Casper $52 
Center Ring Boxing $52 
Dark Stalkers $54 
Descent 2 $52 
Dragons Lair 2 $52 


Dungeons & Dragons $52 
Earthworm Jim 2 $48 
FIFA Intrnat’l Soccer $52 
Frank Thomas Bsball $52 


GEX $52 
Horde $44 
Hyper 3-D Pinball $52 
Impact Racing $52 


Kingdom O’ Magic $54 
Lawnmower Man2 $54 
MLBPA Baseball $44 
MGC KGHT RYEARTH $52 
Mortal Kombat 2 $48 
Mysteria:Rims of Lore $62 
Mystery Mansion $54 
NFL Full Contact FB $44 
NFL Qrtrbck Club 96 $52 


Night Warriors $52 
PTO 2 $58 
Primal Rage $52 
Prme Tme NFL FB 96 $59 
Raw Pursuit $52 
Revolution X $52 
Riglord Saga $62 
Shell Shock $52 


Skeleton Warriors $48 
Street Fighter: Alpha $52 
Supreme Warrior $52 
Three Dirty Dwarves $54 
TOH SHIN DEN $54 
Top Gun: Fire at Will $54 


VR Baseball $56 
Virtua Fighters 2 $56 
WWF Arcade $52 
Werewolf:Apocalypse $66 
Ultra 64 System $269 
Cruis’n USA $56 
Doom $56 
Killer Instinct 2 $59 
Red Baron $56 
Robotech $56 
Street Fighter $59 
Top Gun $56 


Turok:Dinosaur Hnter $56 
CGR496P2 


Tear down = windscape 
* 88 Rowland Way 
the track  ! Novate,ca 94945 
, = Phone (4151 897-9900 
and don’t = Faxtaw1897-2747 
WOTTY = Mindscape 
about the : 486/100, 8B RAM, 
_ «2 Win95, 2xCD ROM 
speed limit. : 
° Pentium, 16MB RAM 
: Keyboard, Joystick 
One Player 
Average Score ‘ PC and compatibles 
Al * $47.99 


igh)berspeed 


ieee You tear down the track at speeds that will make your head spin but don’t get too caught up in your 


own success. There’s a bad guy right behind you that’s about to take the lead. 


it is the only one we had to play like it this month. 


good thing that Mindscape has other projects in the oven. 


THE GAME 


MHS SMSC COS :O LOSS PPO ROS SC S'OS OCT O TOO SRP SEGRE SMe OURS MEST T4616 e SO CASS OCTET SES US'S 6/666. C SCOPES 66.6: 0:4'6:K0\R1d (0 0066 6016 0.0010 UO 0 06106. C6000 ee ONS: 6 UE TNES U6 eS UNO WH SE wlecne eS CNS O/ 6 6.6 6:0 WNWWN 4 0. WISN INWOWs 006 60 ew WSlNS Sie a 6b 0lee ee OeU.e 6.5.6 0b abe e ee ue a aislee web lees calsicleewee 


CyberSpeed comes to us from Mindscape, the same company that 
recently brought Warhammer: Shadow of the Horned Rat and The Real 
Deal. CyberSpeed puts you in the cockpit of a futuristic racing machine 
that tests your reactions as well as your nerves. There are three different 
main types of races, Race, Free Race and Time Trial. Race contains ten 
different tracks on which to race and various different opponents that you 
can test your skills against. In order to advance to the next track, you 
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Frank 


As boring as most racing games can be, 
CyberSpeed sets new standards for the 
lower end of the spectrum. Game play 
consists of simply holding down the for- 
ward arrow key for the duration of the 
race while occasionally firing a missile or 
two at passing vehicles. And you need 
not worry about steering since you're 
confined to a track that«will unrealistical- 
ly guide you along, preventing you from 
careening Off Course. The graphics 
aren't that impressive, and the frame 
rate on @ 486/66 with 8MB RAM running 
Windows ‘95 is incredibly choppy, and 
virtually unplayable in \hi-resolution 
mode. Aside from the headache you'll 
get from playing this game, CyberSpeed 
really doesn’t have anything else to offer. 


Lj) COMPUTER GAME REVIEW 


18 


Originality 
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Playability 


Ted 


Take my word for it: don’t buy this game. 
Even on a P-90 with 32MB RAM, it was 
slow. Turning off various graphic details 
helps, but that’s kind of a cop-out when 
you're looking at a game as technically 
unsophisticated as this. A racing game 
where you don’t have to steer? Yahoo. 
This is about as thrilling as a foot race 
with a three-legged turtle, only less com- 
pelling. If you can manage to work your 
way past the eight to ten frames-per-sec- 
ond animation you'll be seeing (two to 
three if you have all the detail on), you'll 
be rewarded with aetruly unsatisfying 
experience, both in terms of audio and 
interaction. This game ts the equivalent 
of an ant farm: you get really tired of it 
really fast. 


Do you really want to know? 
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must finish the race in one of the first three positions. If you complete the 
first three tracks, you then have a chance to go up against one of the 
Super Ships in a bonus round. Free Racing gives you the opportunity to 
hone their skills against other opponents without being timed. The Time 
Trial pits you against one other racer on any of the tracks already com- 
pleted. With all of these features, and the choice of over six different rac- 
ers to choose from, CyberSpeed is a game that should move fast. 


Scott 


Cyberspeed really disappointed me for 
several reasons. Number one, you can’t 
run off the track. It’s a trench runner, you 
can’t get off the damn thing. Also the fact 
that you can’t get your enemies out of 
the way makes me wonder why you are 
given weapons at all. The graphics were 
also disappointing as | expect that any- 
thing that needs a. 100Mhz machine with 
SVGA graphics is gonna’ cook. It didn’t 
impress mé at all in any way.. Maybe net 
play would be a reason {0 buy this 
because | frankly can’t think of any other. 
Here's my Diggest gripewit’s designed to 
run under only Windows 95! What is it 
with all the hype of Win 95? What about 
us die-hard DOS users, can’t we play 
anymore if we don’t want Windows? 


SO CWINDOWS 0 95 version 
includes advanced 
'World Builder’ 


ROKES of t and. Magic 
ba performs both 
WARLORDS II” and MASTER OF MAGIC™ 


But ea take our word for it... 


a rt 


"A great game. A sleek, fast moving combo of MOM and WLII.” 
Wade Glasscock—CompuServe 


“Tve probably spent over a grand on games and I gotta say 
that this is the BEST yet! I’ve been spending too much time 
playing and not sleeping, my hat’s off to New World. 


Scary.Jerry—CompuServe 


“One of the most enjoyable games of the year.” 
Ned Gaskins—PC Gamer 


f he realms of Might and Magic are expanding. New lands have been discovered and you must rise | 


yy to the challenge of conquering them. Now with the Windows® 95 version, a new ‘World Builder’, 
16 new scenarios and multiplayer capabilities, Heroes of Might and Magic has no competition. 


Available at your local software retailer or order direct from New World Computing at 
1-800-251-9564 (818-734-7136 outside the U.S.), or by mail: a , 
P.O. Box 4302 Hollywood, CA 90078-4302. wT ASS Tale Py: gu Cs . 


oe ph World Computing Inc. Heroes of wi and Magic is a trademark of New World Computing Inc. y se “ = 
eee An eis reserved. All | oo i a! rks baie? dy their bed holders. : . . 4 wo rip il 4] ry i WE 
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All for 


Touche 
- Distributed by: 
The : US. Gold 
* 303 Sacramento Street 
adventures + Sanfrancisco, cA 9411 
: Phone (415) 693-0297 
O rf the ° Fax: (415) 693-0698 
' : Developed by: 
fifth > US. Gold 
: Requirements: 
Musketeer S cra cnie ek 
: 2xCD ROM 
are yours 3: sepia 
° Recommended: 
to enjoy. ; = si 
; Controller: 
: Mouse or Keyboard 
: Number of Players: 
> One Player 
° Available for: 
Average Score : PC and compatibles 
8 O : Street Price: 
: $49.95 
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Available on CD-ROM 


ae In your travels you must meet with an interesting variety of people in order to get information and 


find out where to head next in your quest. In this picture, Geoffroi consults the local blacksmith. 


The Good: It’s nice to see entertaining adventure games like this once in a while.The Bad: A means to increase the speed of the 
characters would’ve been appreciated. The Final Word: Worthy of attention by the discriminating adventure game player. 


THE GAME 
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Touche: The Adventures of the Fifth Musketeer is a graphic adventure 
game in which players take the role of Geoffroi Le Brun, a young officer 
with the Royal Musketeers. In the game players control the actions of 
Geoffroi as he sets out to serve king and country and have some fun on 
the way. He begins his quest in Rouen, at Musketeer headquarters. As the 
game progresses, Geoffroi will find a murdered man, fall in love with a 
beautiful maiden, fight duels and hang out in bars soaking up information 


Ted 


Frank 


lf you’ve ever played any of LucasArts’ 
82 older adventure games such as Monkey 


Originality sland and Indiana Jones, you will find Originality 
that Touche shares many of the same 
characteristics. The point-and-click inter- 82 
Playability face and inventory scheme is almost Playability 
identical, as is the parallax scrolling 
86. screen. Touche’s humor is not as witty G1. 
Visuals : al 
Audio 
Manual 


that will undoubtedly ee you enter- 
tained and enthralled. 


While there is a certain amount of humor 
in this game, a lot of it falls a bit flat. 
While the game as a whole holds togeth- 
er fairly well, it suffers from a few prob- 
lems. The interface requires a little work; 
it's a drag to have to watch Geoff plod 
everywhere throughout the game, since 
he does so at his own aac 


important game | play, but you're 
really coming up against my limits here. 
The puzzles, though, are quite good. 
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that will help him in his quest for honor. The game screen is split into two 
main areas, one shows the current place that Geoffroi is investigating, the 
other is the control menu. The various different items that Geoffroi can 
pick up are shown in this menu. As he travels through the towns, Geoffroi 
will be able to travel on to other parts of France enjoying new and differ- 
ent adventures, meeting interesting people and killing them, and of 
course, finding maidens and dishonoring them along the way. En garde! 


Scott 


This is one of the funnier games this 
month. It has an easy interface and a 
good plot. The interaction between the 
characters is quite humorous and the dif- 
ferent scenes are interesting. Although | 
am not a cartoon or animation fan, this 
game held my interest for quite a while. 
There are lots of Places to go and many 


Originality 


Playability 


as the humor of the period. Iti is interest- 
ing all the way around and a good play. 


a COMPUTER GAME REVIEW 0 OSS SS OL ee 


INA 39 


ys nolig 


reserved. Created by Raven Software, Inc. Published by id Software, Inc. Distributed by GT Interactive Software Corp. Hexen trademark and logo, 


Software. 1-800-610-GTIS http://www.gtinteractive.com 


Software, Inc. All rights 


GT Interactive 


ted by 


of GT Interactive Software Corp. 


property of Raven Software, Inc. The id Software™ name and logo are trademarks of id Software, Inc. GT™ and the GT logo” are trademarks 


likeness thereof are the exclusive 


* 


COHSOSOHOH OTH OOS SECES LOO OH DO OO OSES OOOO DOOD CORSO OSROCHCEEOOEO OS OOSSEE OOOO SOE OCSOOEEDO OO SOESEOOOSHOSOSESOESHOODESEEESOEDSOSOSOEESOOESSETESOOCSERSDOSOSEOEEDEC OLE SSO EEEEOEEOOOOCEOOCOHEE OEE ROR SECO SOTO COC ERO RTO OO KER SE SS SOS SERCO EOSO SEDC CER ebeS DEE Oe COED ESO OCeOeOeCDCS 


Help Joey 


7th Level 


io a 


* 1771 International Prkwy. 
locate © Suite 101 
> Richardson, TX 75081 
his pet — = Phone (2141 437-4858 
s Fax (214) 437-2717 
monsters : 
i, - Ith Level 
in time 
: 486/33, 8MB RAM, SVGA, 
for > Win3.1 or Win95, 2xCDD 
Woodstock. : nin 
: Meyboard or Joystick 
: One Player 
Average Score * 
- PC and compatibles 
* $49.99 


> Available on CD-ROM 


and Grind 


At Alcatraz, you'll need to exorcise a few ghosts before you can make your escape. Use your belly- 


bump for close-quarter engagements and save your sling-shot for long-range attacks. 


Saturday morning cartoon-quality graphics and animation. 


ideal entertainment for the little ones. 


Not one of the more addictive arcade games we've 
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Get ready to grunt, jump and belly-bump across America to retrieve 
Joey’s pet monsters and get them to Woodstock in time for a rockin’ con- 
cert. From Alcatraz to New York, you’ll need to pummel intimidating vil- 
lains with his sling-shot and powerful belly-bump, then rescue Joey’s 
mischievous pet monsters before they destroy the country. If you succeed 
in time, Joey and the Monsters will perform a hip-hoppin, Rock ’n’ Roll 
concert for you. Arcade America is the latest platform arcade game from 


50 


Originality 


80 


Playability 


Visuals 


Frank 


Arcade America is basically a take-off of 
Donkey Kong; both feature ladders and 
platforms populated with monsters and 
descending obstacles. But instead of an 
oversized hammer for a weapon, you get 
a sling-shot and a powerful belly-bump. 
To complete a level, you need to take- 
out every residing monster and navigate 
your guy to the exit jocated at the top- 
right of the’sereen. Other'than the geo- 
graphically ¢cormect backgrounds, each 


| level looks and plays like the next. 7th 


Level’s attention to detail’and cartoon- 
quality graphics is sblatantly apparent, 
and it's almOst more entertaining just to 
watch the game than to actually play it. 
Ideal for the young ones, but a little lame 
for serious arcade players. 
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Originality 


] 
83 


Playability 


85 


Ted 


Arcade America, while only distantly 
funny, is a moderately fair game. Like 
Battle Beast, it's something that I’d only 
want to sit down and play every now and 
again. That said, you should probably 
think about installing the minimal ver- 
sion, since the full version takes up 120 
MB of hard drive space. For a game that 
I'll only Want to play now and again, |’m 
reluctant to reserve that much space for 
it. The minimal Version takes some get- 
ting used to, even if you're using a quad- 
speed drive; fi you have a slower drive, | 
recommend hot getting the game at all. 
The animations are great and the sound 
is good; But it’s definitely one of those 
“lunch break” kind of games. Fair, but not 
much of a treat. 
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Originality 


80 


Playability 


10 


Visuals 


Te 


15 


7th Level designed exclusively for Windows 3.1 and Windows ’95. There 
are three skill levels, more than 60 outrageous game screens including 23 
different animated characters, secret doors, hidden passages, bonus rounds 
and extra lives. More than 10,000 frames of hand-drawn, digitally inked 
and painted animation, combined with extraordinary sound effects, speech 
and an authentic audio soundtrack deliver an extraordinary arcade gaming 
experience. Joey and his monsters await your arrival! 


Scott 


Although | think that younger audiences 
will enjoy the heck out of Arcade 
America, | did not. It has rather puerile 
graphics, | am not a cartoon fan, and the 
game play is boring after a few minutes. 
| will have to admit however, that it did 
make me laugh a few times. It is so close 
to being a Mario Brothers clone that | 
really could not enjoywthe game. | don’t 
tend to like'the continual barrage of sim- 
ilar levels where you simply move from 
one set of chutes and ladders to anoth- 
er. The different areas ate an interesting 
touch with the emphasis on interesting. 
Not original, not really fun, just different. 
| don’t think that anyone who did not like 
Donkey Kong or its ilk would enjoy this 
one. | think that it’s just too juvenile. 


Most battle lines are drawn over distance. Yours spans time. . .and the 
(iistance between two hearts. 

From present-day Paris, your past beckons you to a journey through the 
depths of time. As William Tibbs, you must decipher the secret language of the 
night S Templar, discover the mysteries hidden in your past, confront your 
mortal nemesis Wolfram, and feScue Your flancee from the shackles of time. 

TOU li need Keen deductive Shills and expert swordsmanship to bring your 
Deloved back with you to the present. Chivalry and cunning will be your 
Quides on Ihis incredible adventure. ; 


http: //www.imotion.com- 


For more information on other /eMotion products visit our web site at: 


CHALLENGE IT. CONQUER IT. 
THEN IMMORTALIZE YOURSELE IN IT. 


You could be one of the new villains in an leMotion sequel. Enter now for your 
chance to be in the game! The first 25,000 entered will receive a free demo. 


Name 
Address 
City 


E-Mail 


Mail to: leMotion, 626 Santa Monica Blvd., 
Box 417, Santa Monica, CA 90401 df 4 ~~ 
For more info: 1-800-443-3386 ees 


http://www.imotion.com — 
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Take Capcom Entertainment 
° 475 Oakmead Parkway 
charge of + sunmyvate, ca 
- 94086 
the battle =: Phone (40s) 774-0500 
° Fax: (408) 774-3995 
and drop: 
: Capcom 
the enemy : 

: > 486/33, 4MBRAM, VGA, 
to his > DOS 5, 2xCD ROM 
knees. : wen 

Joypad, Keyboard 

° +2 Players, Modem Play 
Average Score : 

- PC and compatibles 

* $39.99 


Available on CD-ROM 


Hitters 


oo Fight your way through the different areas of the world. You will meet challengers from Brazil, the 


U.S., Russia, China and many other countries as you claw your way to the top of the heap. 


Street Fighter fans will love it, just because it is Street Fighter Hl. 


it is not good Street Fighter at all. 


Hopefully, the next time something like this comes out for the PC, we will not have to play it. 
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Super Street Fighter II from Capcom features sixteen tough challengers 
for the fans of Street Fighter. From the mad M. Bison, all the way down 
to the petite but deadly Cammy. Players travel around to different parts of 
the world, finding different and unique opponents wherever they go. In 
each battle, players must win two out of three fights in order to advance 
to the next area of combat. If unsuccessful, players can redo the battles 
until they win. Players can also choose different personalities for each 
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Originality 


30 


Playability 


30 


Visuals 


Frank 


After playing Super Street Fighter ll, | 
must strongly encourage Capcom to 
reconsider any future plans it has in the 
PC gaming industry. SSF2 looks, plays 
and sounds like something you might 
have seen on the shelf back when your 
286/16 was high-performance. The 
graphics are seriously outdated com- 
pared to today’s standards, and the syn- 
thesized background music is something 
we'd like to leave in the past..Even while 
using its included game pad, the charac- 
ter response timing is delayed just 
enoughto.cause experienced console 
game players extreme bouts of frustra- 
tion. If you're looking for a decent fight 
game, check out Battle Beast, One Must 
Fall or even Mortal Kombat 3. 
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Originality 


80 


Playability 


46 


5] 


66 


Ted 


Capcom made a small fortune by 
upgrading the arcade version of Super 
Street Fighter with four new characters. | 
can only hope they lose their pants on 
this. If computers measured time in the 
same slow paces that geology does, the 
graphics would fall squarely in the 
Permian period of the late Paleozoic, 
while the sound would:be somewhere in 
the Cretaceous period of the Mesozoic. 
This game feels.incredibly dated—which 
it should, considering that it was burning 
up the arcade back in 1993. Unless 
you're juStshardcore into fighting games 
and have to have every one on the plan- 
et, | would stay away from this. Even the 
six-button gamepad included in the price 
wouldn't sway me on this one. 
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Originality 


10 


Playability 


battle to match the particular opponent. In SSF II, consumers will find 
that Capcom has included a joypad and a video copy of the hollywood 
movie. Players can also use the keyboard or a two-button joystick if pre- 
ferred. Modem play is also part of the software, (for use with Hayes 
100% compatible modem) that will enable players to go head-to-head in 
live time. Super Street Fighter II features VGA graphics and settings that 
allow the player to set the level of difficulty to match players’ abilities. 


Scott 


When | first started playing video games, 
back in the stone ages, | started with 
arcade games like Street Fighter. That 
was ten years ago. | see now that things 
haven't changed much since then. | was 
disappointed with the game in general. 
VGA graphics was my biggest gripe with 
the game. Can't they make a game that 
has awesome graphics and runs at the 
speed of light too? | Know they can. | 
should think that for $89,99,.it’s not too 
much to ask for. | know that Super Street 
Fighter is a hit on the various platforms, 
but on a PC thingseare different. You 
have a lot more going for the software in 
the way Of capabilities. It Would have 
been a great adaptation with the game 
design and speed. Too bad, so sad. 
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You are “the King of Beasts,” in this incredible 
wildlife simulation. Experience the thrill of the hunt! Sniff out 
prey. Attack the stray buffalo. Pounce on gazelles. Feast on zebras. 
Life is good when you're King... or is it? Poachers and predators 
abound. Food and water are scarce. It's ‘Survival of the Fittest’ in 
the brutal wilderness of the African Serengeti. 


Rule the savage plains. Play 20 different lions, each with a 
distinct personality, talent and kill rating. Complete 20 mission-based 
scenarios which contain exciting, realistic, and deadly challenges. Play 
as a Single nomad or control a pride of 5 lions as you go for the kill. 
Radar-style maps locate II varieties of prey. Take a mate and raise 
your cubs into the fiercest pride on the savanna. 


Hone your killer instincts. Master the skills of survival. 

Choose from 5 difficulty levels in the free-form simulation, then domi- 

nate the vast terrain. Fast, fluid 3-D graphics and dynamic sounds cre- 

ate the ultimate simulation. Experience the ferocious power of Lion se mpi gia culled 
i P . DOS/Windows or 

today! Where else can you be rewarded for your animal behavior? Macintosh CD-ROM 


Visit us on-line @ http://www.sanctuary.com and 
find out how you can get a demo of LION. 


Kabaka 


THE PREDATOR SERIES™ SANCTUARY 
Games you can really sink your teeth into. WOODS: 


©1995 Sanctuary Woods Multimedia. Sanctuary Woods is registered, and The Predator Series and the Sanctuary Woods treegGuveiyaieulsuris cet ees Ne UP Ree MS ET os 
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Fox Hunt 


Available on CD-ROM 


Distributed by: 
Capcom Entertainment 
475 Oakmead Parkway 
Sunnyvale, CA 94089 
Phone (408) 774-0500 
Fax (408) 774-3995 


Developed by: 
Capcom Entertainment 


Recruited 
as a secret 
agent, you 
must save 


L.A. from 


a nuclear 


Requirements: 
486/66, 8MB RAM, SVGA, 
Win3.1 or Win95, 2x CDD 


Recommended: 
Pentium, 4xCDD 


Controller: 
Mouse or Keyhoard 


Number of Players: 
One Player 


attack. 


Available for: 
PC and Macintosh 


Street Price: 
$54.99 
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Alan and Allen, two of the CIA’s most fearsome agents, serve Jack one of their homemade cocktails 
intravenously. Nighty-night, Jack! 


The Good: Visual humor for a visual age. The Bad: There really isn’t much of a game here. The Final Word: Just another example 


of how unplayable interactive movies can be. 
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Meet. Jack Fremont; just your 
everyday, average guy down on 
his luck. With no real direction in 


Jack than they are now, or could 
they? His rent is past due and he’s 
been served his eviction notice. 
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Owy mercenaries surviv- 
ing on a drastically 
reduced Cold War bud- 


life, Jack spends most of his time 
watching reruns of old game 
shows from the seventies. The 
only thing Jack’s got going for 
himself is his superior memoriza- 
tion skills and his mastery of the 
TV trivia game show, “Destiny.” 
Things couldn’t be worse for 
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However, the CIA has taken a 
special interest in Jack from his 
incredible “Destiny” performance, 
and decides to recruit him invol- 
untarily in their attempt to stop the 
“Fox” from nuking Los Angeles. 
Now just a skeleton organization 
of aging career agents and shad- 


get, the CIA conducts its J 
operations from the back J 
of a yogurt shop. With | 
Jack in their possession, 
the CIA makes him a 
deal he can’t turn down; 
one hundred thousand 
dollars to be wired into 
his existing bank 
account, plus five-hun- 
dred dollars up front so 
he can pay the rent. All 
Jack has to do is find the “Fox” 
and deliver the ransom. 

Once a colonel for the KGB, the 
“Fox” had been sent to the U.S. 
during the Cold War to disrupt the 
American media through bad tele- 
vision shows. Known by his col- 
leagues as the “King of 
Disinformation,” the “Fox” was 
the secret creator of America’s 


Fast Freddie demonstrates 
his advanced karate skills. 


it won’t take you long to figure out that 
Jack is one very weird guy. 


most popular TV shows during the 
seventies. Unfortunately, the plan 
backfired and Russia’s own citi- 
zens demanded the same TV 
shows that the Americans were 
watching (courtesy of the “Fox”’), 
ultimately causing communism to 
collapse. It is because of Jack’s 
unique knowledge of the “Fox’s” 
TV shows that make him an 
invaluable asset to the CIA. 

Now working in conjunction 
with the Russian Mafia, the “Fox” 


Meet Frank, just your average psycho-nut- 
case assassin intent on rubbing you out. 


has devised a plan to extort millions of dollars 
from the American government by threatening 
to incinerate Los Angeles with his stockpile of 
Soviet-made ICBM nuclear missiles. By 
destroying Los Angeles (and Hollywood in the 
process), the Russian Mafia could make 
Moscow the new Hollywood. Fortunately, the 
“Fox” has recorded the abort codes for the mis- 
siles onto CD-ROM discs and randomly dis- 
tributed them all over the continental U.S. And 
if this wasn’t enough, the boss of the Russian 
Mafia, known as the “Wolf”, has employed an 
assassin named Frank to thwart Jack’s progress 
and essentially rub him out. Frank is a master 
of disguises who prefers to wear mittens 
instead of gloves when he makes a hit, and is 
determined to stop Jack at any cost. 

Upon delivery of the ransom money, the 
“Fox” is accidentally killed, leaving Jack with 
a briefcase full of cash and the clues as to the 
whereabouts of the CD-ROM discs with the 
missile abort codes. It now becomes a race 
against the clock to locate the codes and stand- 
down the missiles before they’re automatically 
launched. The CIA has also assigned a beauti- 
ful covert agent, named Lisa Gilroy, to secretly 
assist in your quest. After a series of chases 


and hair-raising encounters, the final battle 
comes down to locating an old video game 
called Fox Hunt that will disable the missiles. 
Whether or not Jack can save L.A., snag the 
cash and win Lisa’s affection is up to you. 
Fox Hunt is the latest interactive comedy- 
spy-thriller from Capcom Entertainment, fea- 
turing more than three-hours and twenty-min- 
utes of full-motion video. You can choose to 
play in either action or strategy mode, and 
there are ten different possible endings to expe- 
rience. Shot entirely on 16mm film and filmed 
on location in Los Angeles, CA and Aspen, 
CO, Fox Hunt delivers superior video quality 
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and a cast of 28 professional actors and hun- 
dreds of extras. George Lazenby (James Bond 
in On Her Majesty’s Secret Service) and 
Timothy Bottoms (nominated for an Oscar in 
“The Last Picture Show”) are featured, and 
newcomer Andrew Bowen portrays the slacker- 
turned-spy, Jack Fremont. There’s even a guest 
appearance from Rob Lowe as the “King of the 
Infomercial.” The soundtrack for Fox Hunt fea- 


tures such modern rock bands as The Violent 
Femmes, Butthole Surfers, Dick Dale & His 
Del-Tones, Faith No More, Sugar Hill Gang 
and many others. 

The clock is ticking and the “Fox” awaits! 


Frank tries out his gruesome lobster-lip pinch on Jack. Avoiding Frank altogether should prevent 
him from beating up on you. Frank doesn’t play well with others, you see... 
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Frank 


‘Its games like this that make me think 
l've become a movie critic rather than a 
game reviewer. Apparently Capcom 
thought it might be a good idea to delve 
into the interactive movie market. 
Unfortunately, they followed the same 
footsteps as Johnny Mnemonic, making 
for some pretty pathetic game play in the 
end. Once again, the player’s interaction 
is reduced to merely watching minutes 
upon minutes of FMV, while occasional- 
ly being prompted to look around and 
hunt for the hot spot. Combat is basical- 
ly turn-based since every input you make 
is followed by an FMV Sequelae. 
Granted, Foneeluint | 'S Suppose 


Originality 


Playability 


Visuals 


departments. The main character is 
essentially a. bad imitation ‘of Jim Carey 
ond, .and his comic-book 
sidekick bears a eee to 


art of it is that its just not 
funny. If bad teste | is amusing to you, by 
all means, check out Fox Hunt. 


Ted 


“Stupidly humorous” would be about the 
kindest description | could come up 
regarding Fox Hunt. There’s probably a 
reason that Capcom avoided putting the 
word “game” anywhere on the box. As 
an interactive movie, Fox Hunt isn’t bad. 
The designers went out of their way to 
make most of the humor slapstick, and 
therefore visually appealing. This is 
good, because most of the humor that’s 
not visual is either not very good or is 
lost in the rather poor audio quality gen- 
erated by the game. Fox Hunt comes on 
three CDs, but this still doesn’t justify the 
entrance fee of $55. If you buy Fox Hunt, 
bear in ng inal ouae not buying a 
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it hits the discount bine before buying 
Fox Hunt. 


Playability 


Scott 


Fox Hunt has got to be one of the most 
disappointing games that | have ever 
played. The packaging is terrific, the mar- 
keting scheme is brilliant, the opening 
video segue promises the player to 
expect a unique cross between James 
Bond and Spider Savage action. When it 
came into the CGR office, | scrambled to 
get it onto a system and crank it up. The 
game does not deliver on any of the 
aforementioned promises. The graphics 
are stilted, the game is not really a game, 
it's more like a movie and a mediocre one 
at that, and the action is not serious at all, 
it’s ae pean The interface is 


Originality 


Ww atsoever at oth- 
4 nd Ries. 


active movie, te Hunt roy disappoint 
too horribly. It's not a game, it’s a combo. 
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Pro Throttie 
By CH Products - 970 Park Center Drive - Vista, CA 92083 - (619) 598-2518 - Fax (619) 598-2524 
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Mmmm... fhrottie 


CH Products ushers in a 
golden opportunity for 


computer gamers. 


he product I’ve been pestering CH 
Products for for about three months 
now finally arrived on my doorstep 
late on a Friday afternoon. I briefly 
toyed with the idea of blowing off 
my plans for the evening, but then 
figured I could always go in the next day (yes, 
I do occasionally have to work Saturdays). 

If I had known what lay in store for me, I 
probably wouldn’t have left the office Friday 
evening. Instead, I would have decided that 
dinner was not really necessary and that I could 
survive on Diet Coke and snack foods for the 
rest of the weekend. And sleep? Who needs 
sleep? Sleep is for the sissies who think you 
can’t take down an Imperial Star Destroyer in 
an X-Wing. I’m sure my girlfriend would 
understand, particularly if I took her out to a 
really nice restaurant and gave her my undivid- 
ed attention for the rest of my life. 

But that didn’t happen. Instead, I wisely 
opted to have a life. Of course, that’s a relative 
thing when you play games for a living. 

So here I sit: It’s Saturday, ve |) 
been here since 7:00 am, and I’ve 
gotten almost no actual work done. 
In lieu of working, I’ve been con- 
figuring the Pro Throttle and play- 
ing games. And let me just say for 
the record that, if I could play with 
equipment like this for the rest of 
my life, I’d be the happiest gamer 
on the planet. 

The Pro Throttle looks very 
similar to the Throttle, another 
product in the CH stable. While the 
Throttle was good, this is incredi- 
ble. The Pro Throttle is a macro- 
programmable throttle control that 
plugs into your joystick port and 
your keyboard jack. It has a total of 
four buttons, three four-way hats 
and a two-way hat. Each button can 
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Usefulness 


ae Okay, so maybe it’s not the Second Coming, but it is a must have for anyone even casually 


interested in simulator software. 


be programmed with a single keystroke or a 
string of keystrokes. So, doing the math for 
you, there are a total of 18 programmable 

switches on the unit; if you include release key- 
strokes, that’s a total of 36 functions you can 


OH MY GOD! Run, do not walk, to the nearest computer store 
and get the Pro Throttle. This is far and away the top of the line 
in terms of ease of use and functionality. | checked this gem out 
with a number of jo SUCKS, including some off-off-brand ones, 
ke ) them. | can’t begin 

see hardware that 

any. | searched high and 


and found that it 1 per 
to describe how deeply 
works this well. It 


th: expected street 

§ smooth, and pro- 

ne with half a brain 

all-bt jase that has a large enough 

footprint to make it stable, but not so large as to be measured in 
acreage. If you’re looking for a place to sock away that hard-won 


can do. The unit j is 


Christmas money, invest here. 


program into the unit. There is one kilobyte of 
onboard non-volatile programmable ROM, and 
the unit can accept up to 942 keystrokes. 

Now, all of that is impressive, but the truly 
ape part is yet to come. Any non-pro- 
- grammable joystick that you 
plug into the Pro Throttle 
becomes programmable. So, if 
you have a Flightstick Pro, you 
can remap an additional eight 
macros to the buttons on the 
joystick. This holds true even 
for the ThrustMaster Mark I 
and II. Alas, if you already own 
a programmable joystick, such 
as the Gravis Phoenix or the 
ThrustMaster FLCS, you will 
not gain any functionality. 
Those units will simply have to 
stand on their own merits 
(which are nonetheless consid- 
erable). This is easily CH 
Products’ crowning achieve- 
ment, a tour de force delivered 
to gamers everywhere. 


fun. 


a if 


a 


gearheads: 
War. is 


Welcome to the Battle You'll tackle a 
of the Century. Gearheads: variety of different 


A fast-paced, wacked-out, environments, each with increas- 
wind-up toybox full of fun. ing levels of difficulty. You'd 
Say hello to Disasteroid, better have a strategy and 
Zapbot, Deadhead, think fast. ‘Cause the one who 
Kangaruffian and company. ends up with the most toys wins. 
You'll pick a team for Gearheaads. For grownups 


speed, power and who still like to fight over toys. 
maneuverability. Then For Windows and Mac CD-ROM. 
launch them against 
an opponent or 
your computer. 


PHILIPS 


To order call : 1-800-883-3767. Visit our Web Site at http://www.philipsmedia.com/media/games ©1996 Philips Media, Inc. 
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3D Blaster 
By Creative Labs : 1901 McCarthy Bivd : Milpitas, CA 95035 - (408) 428-6600 - Fax (408) 428-6611 


“valese ‘orm P€ and compatibles (cs gmec 5): Creative Labs 
str cutee Oy: Creative Labs © 'rce! °r ce. $349.00 


HARDWARE | 


Blasting Away Ted stake 


| wanted to see what the hype was about, 
so Creative Labs sent me the 3D Blaster. 


GLINT chip from 3dlabs, and is If you own a Pentium already, you’d prob- 


aimed at a very specific market seg- Installation ably just yawn and go back to reading the 
paper. However, | was impressed with the 


ment. 

The board is a VL-bus card that 
works in tandem with your existing 
2D card. It is marketed for 486/66 
users only, currently a large market 
but one which is rapidly decaying Durability 
under the ever-lowering prices on 
Intel’s Pentium chips. What it 
promises is graphic acceleration bet- 
ter than what you would get from a 
2D card on a Pentium-100. The card 


Usefulness 


Currently, the 3D Blaster is the only VL-bus comes bundled with special versions 
rendering polygon accelerator on the market. of five games: Bullfrog’s Magic 
Carpet Plus and Hi Octane, Papyrus’ your machine (not to mention your wallet) 
here has been considerable buzz in PC NASCAR Racing, Looking Glass before you even think about getting the 3D 


gaming over the last year or so con- Technologies’ Flight Unlimited, and Blaster. The graphics are good, but | have 
cerning 3D accelerators. Creative Labs Fenris Wolf’s Rebel Moon (also to wonder exactly how long most people 
bowed in this year with their version, marketed under the Blasterware line will be hanging on to a machine that is 
the 3D Blaster. It uses a modified from CL). rapidly becoming extinct. 
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Wizzard Pinball Controller 
By ThrustMaster - 10150 SW Nimbus Ave. : Portland, OR 97223-4337 : (503) 639-3200 : Fax (503) 620-8094 


“vellabnle om PC and compatibles ocsiomec »y: ThrustMaster 
iste butee Sy: ThrustMaster “clo! Price: $39.95 


Shoot the Ramp  TedPs Take 


HARDWARE 


Did | miss that defining moment, when 

ThrustMaster’s brain trust developed 
Wizzard Pinball Controller for PC Alzheimer’s? The Wizzard Pinball 
pinball fans who want a touch more Installation Controller, while it is well-designed to feel 
realism. like holding onto the corners of a pinball 

The Wizzard is an interesting 

arrangement consisting of two con- 
trollers that mount to the sides of 
your keyboard via Velcro attach- 
ments and plugs into your PC’s 
gameport. Each unit has a two-step 
button that (in games that support 
this feature) will provide both low- 
and high-power shots. The number 
of games that currently include sup- 
Playing the silver ball just became a little more port for the Wizzard is low: only 


realistic for the PC. AMTEX’s Royal Flush and Virgin’s 
Hyper 3D Pinball. However, includ- tion. Press the button; flipper stays up. 
he next time you want to hustle on ing support for the Wizzard should Tap it lightly, flipper releases. The Who 
down to the local arcade or beerhall to be a fairly simple task, and you can may have made pinball into an instant 
play a little pinball, perhaps you probably expect other pinball game classic with Tommy, but you’d have to be 
should just pull up a chair to your PC. designers to follow the lead of like Tommy to want this: blind, deaf, and 


ThrustMaster has just released the Virgin and AMTEX. dumb. 
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E2ipLevy's = Believe It or Not/ 
A two thousand year old mystery 
riddled with danger. 


- r —— ee a. SE ae > a 


CS _ ee Pr ee 


flo you share gour father’s interest at the frient? 

Tey tackling this tas2 quest of qour father’s an my oun 

that do you know of the current political situation in the far fast? 
Noutd yon be osfting te part with that unusealgebea skin? 


THE, RIDDLE Gi 


MASTERY) 


Can you unravel it... or will it unravel you? 


Are you part detective, part thrill-seeking adventurer? You'd bolical death traps and solve mystifying puzzles! Can you survive 
better be! Join Robert Ripley, famed explorer and collector of the up to 60 hours of incredible globe hopping adventure packed with 
bizarre, to solve one of the most intriguing true-life mysteries of intrigue and danger? 
the ancient world. Explore more than 200 breathtaking and historically detailed 

Thrust into the year 1936, you uncover a secret plot to rule the environments. Interact with over 40 live video characters. Super 
world using an age-old talisman of mystic power. Now, it's up to VGA graphics, a richly textured soundtrack, and breakthrough 
you to stop the sinister plan of an evil nemesis. But time is running technology deliver captivating realism like never before... Believe It 

oo "= out! Race to exotic locations, gathering clues or Not!” Don’t miss out on the adventure of a lifetime! Take the 

ie ‘al to unlock a 2,000 year old riddle. Defy dia- challenge of this revolutionary gaming experience home! 
Available for PC CD-ROM. “one of those seemingly rare adventure games that manages 
Coming soon for Macintosh. to merge both graphics and story...” — Strategy Plus 
Visit us on-line @ m ; , Gaels 
SAR elermesencuanscom sod iy founating shersstes dsbalcal pasties The Silly SANCTUARY 
Yt or Boos ae _ of THe Riopte oF Master Lu of aster Lu seems to have it all. ~ PC Gamer WoopDsS 


Aiecey’s and Betieve Ir on Not! are registered trademarks of Ripley Entertainment, Inc. Sancruany Woons is a registered trademark and THe Riooce of Master Lu and the Sanctuary Woods tree logo are trademarks of Sanctuary Woods Multimedia ©1995 Sanctuary Woods Multimedia. 


id unleashes 20 new levels and adds on another 3,000! 


ated new levels for 
Doom and Doom Il, 

= but that doesn’t mean 
I that the levels they 
have created have been any good. 
There’s still something to be said 
for having levels created by the 
guys who created the game in the 
first place. 

That’s the idea behind the new 
Master Levels packaged from id 
Software and GT Interactive. The 
Master Levels have been created 
by the id masters specifically for 
those gamers who regularly shrug 
off facing an Arch-Vile and its min- 
ions or a room full of Barons. 
These levels have been designed 
to be as challenging as possible to 
the most experienced Doom player. 

In addition to the mind-numbing 


ots of people have cre- 


carnage of the 20 new levels from 


id, the Master Levels package also nt 
includes more than 3,000 new 


This is level 1? With the new 
yet, you have id’s blessing when you do so. 


home-brewed levels from various 
places on the nets. These levels 
are known as Maximum Doom, and 
you'll find that they live up to every- 
thing their name suggests they 
might be. 

| had a blast with this package. 
The Master Levels themselves are 
tough, but it’s also nice to see the 
best and brightest of the non-id 
designers. | especially like some of 
the really twisted levels that you~ 
can tell were designed specifically 
with Deathmatch in mind. 

Even if you aren't a Deathmatch 
player, there’s a lot to like here, 
because most of the levels are 
good non-Deathmatch as well. One 
of my favorites has doors opening 
everywhere and staircases going in 


all directions. You just know you’re 
going to get attacked, but the level 
only has one Shotgun Sergeant on 
it. Oh, the paranoia! 

This is a great package at twice 
the suggested retail price of around 
$30. If you love Doom, don’t pass 
this up. - Steve Honeywell 


' REQUIREMENTS 
486 or Better, 16MB RAM, 
VGA, CD-ROM drive 


| AVAILABLE FOR: IBM or Compatibles 
)) DESIGNED BY: id Software 


| DISTRIBUTED BY: GT Interactive 
| 16 East 40th St. 
| New York, NY 10016 


") PHONE: (212) 726-6500 
® STREET PRICE: $29.95 
2 _ REQUIRES: Doom or Doom I 


Volcanoes: Life on the Edge 
and 

Critical Mass: America’s Race 

to Build the Atomic Bomb 


Corbis is one of my favorite com- 
panies even though these titles are 
only their second and third releas- 
es. Their first was A Passion For 
Art, but Volcanoes and Critical 
Mass venture into non-art topics. 
No problem, these two titles are as 
well made as A Passion For Art 
was and certainly are examples of 


what quality multimedia titles 
should be like. 

Critical Mass: America’s Race to 
Build the Atomic Bomb is a multi- 
media retrospective of the people 
and events behind the United 
States’ effort to build and test the 
world’s first atomic bomb. This is a 
very personalized presentation 
affording the viewer an opportunity 
to get to know the scientists and 
engineers, their families, their 
strengths and weaknesses, their 
environment and the times which 


created the need for such a dooms- 
day weapon. 

There are several compelling 
aspects to this title. | was very 
much impressed with the virtual 3D 
rendering of the Los Alamos facili- 
ties. You can see how the com- 
mandeered boys school was laid 


Out and just how it looked to those 


who actually walked its dusty 
streets. Main buildings are high- 
lighted and you can click on them 
for more information. 

There are excellent biographies 
of the main Manhattan Project play- 
ers like Robert Oppenheimer and 
Enrico Fermi and some biographies 
have video and audio clips as well 
as written text and still pho- 
tographs. 

Critical Mass is more than a his- 
tory book on CD-ROM. This is his- 
tory presented with style and class 


eek (top) A Hawaiian lava flow. 
(left) Actual film frames of 
the first atomic bomb test. 
(above) Recent discoveries of 
the Pompeii excavation. When 
Mt. Vesuvius erupted in A. D. 
79 Pompeiians only had time 
to hold each other. 
(below) The mushroom cloud 
from one of a myriad atomic 
bomb tests. Each bomb has 
its own distinct cloud. 
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ADD-ONS See 


like a good PBS documentary. 

No less so is the CD-ROM pre- 
sentation of Volcanoes: Life on the 
Edge. This is based upon the 14- 
month assignment of photojournal- 
ist Roger Ressmeyer to capture on 
film erupting volcanoes where they 
may occur in the world. What we 
have here is an odysseys that even 
Jason and Argonauts would find 
exhilarating. 

Corbis does justice to a topic that 
has already spectacular predeces- 
sors in the way of television docu- 
mentaries. First we have Helen 
Mirren doing the narrations. It was 
a very fine choice of voice and tal- 
ent indeed. Then the CD-ROM is 
compiled into specific areas of 
focus which you will find easy to 
navigate either inside the specific 
module or hopscotching around the 
different modules. 

Everywhere you go in Volcanoes 
you'll find the knock-your-socks-off 
photographs of Ressmeyer along 
with maps, scientific documents, 
paintings, artifacts and more. This 
is a deceptively comprehensive title 
that is so good-looking and easy to 
use that it belies the wealth of 
information it contains. 

In addition to all the scientific 
Stuff, there is the story of just how 
adventurous this assignment was 
for Ressmeyer. He was an Indiana 
Jones with a camera, and that 
excitement and danger is captured 
in Volcanoes. 

-Steven Greenlee 


REQUIREMENTS 


486 or Better, 8 MB Ram, SVGA, 
2xCD-ROM drive, Win 3.1/Win 95 


AVAILABLE FOR: MPC or Compatibles 


DESIGNED BY: Corbis 


DISTRIBUTED BY: Corbis 
15395 SE 30th Place, Ste. 300 
Bellevue, WA 98007 


PHONE: 1-800-246-2065 
STREET PRICE: $45.00-$55.00 
INTERNET: http://www.corbis.com 


Sure, there was life 
on the Internet . 
before TotalAccess 


It just sucked. 


Easy, award winning 
plug-and-play 
software includes | 
Netscape Navigator. 


Cheap, fast, uncensored 
access to the Internet. 


It’s that simple 


Earth ak Network 


The coolest, easiest 
Internet access 
on Earth. 


$19.95 per month. 
Unlimited usage. 
Free 2 meg Web site. 
Call now for your free 
TotalAccess software with 
Netscape Navigator" 


1-800-395-8425 


cpudes 
- Ms 
Pi oa 
[ow ”N 
: £ 
Loa 
‘be a 
“ZAYN © 


Internet access and software for 
MACINTOSH, WINDOWS, WINDOWS 95, 
featuring Netscape Navigator.™ 
EarthLink Network is one of the largest 
Web space providers in the U.S. and 
also provides ISDN, Frame Relay, T1 
and other Internet services. 


EarthLink Network, Inc. 3171 Los Feliz Blvd., Suite 203, 
Los Angeles, CA. 90039 Fax: (213) 644-9510. Info via email: 
info@earthlink.net. Live human via email: sales@earthlink.net. 
Visit our Web site at http:/Avww.earthlink.net 


> EarthLink Network, Tne. 
“bt Trademarks are: 
fr fespective Owners. . 


ons, Netscape Navigat 
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Leonard Nimoy’s 
Science Fiction is 


FOOSE SEES HEHEHE SHEE EES HES ESH SETH ES ESEESSEE SESE SEH SE SESE SERED OSES ETOH 


Leonard Nimoy Science 


exactly the kind of ttle FICtION: The Gold Collection 


| was hoping see gen- 

erated inthis et Volumes 1 —2 
world of computer CD- 
ROMs. These titles 
chronicle science fic- 
tion and allow you to 
explore the rich and 
varied science fiction 
history just as if you 
were experiencing 

the undersea world 

of Captain Nemo, 

the horror of Mary 
Shelley’s 

Frankenstein or the 
attack of Martians in 
H.G. Wells’ War of 
the Worlds. 

In Volume | you 
will be transported 
back to the earliest 
beginnings of sci- 
ence fiction with 
authors such as 
Wells, Verne, 
Shelley, Robert 
Louis Stevenson, 
Edgar Allen Poe and 
Bram Stoker fea- 
tured (among oth- 
ers). Science Fiction 
great James Gunn 
along with George 
Slusser and Jean- 
Pierre Wolfe com- 
ment on a variety of 
topics and authors 
via Clean and crisp 
video clips. 


TAR \MAYS 


POUL ANDERSON 


- ol 


In Volume I] authors Poul 
Anderson, Wallace West, Manly 
Banister and A. Bertram Chandler 
are featured (among others). Both 
volumes contain full-length reproduc- 
tions of the original novels including 
the book cover art with sound effects 
and music. 

One thing | really liked browsing 
was the extensive collection of book 
cover art which includes covers from 
many of the era’s pulp magazines. 

| enjoyed using and browsing 
these two titles and | very much look 
forward to the next volume in the 
series. 

-Steven Greenlee 


REQUIREMENTS 


486 or Better, 8 MB Ram, SVGA, 
2xCD-ROM drive, Win 3.1 


AVAILABLE FOR: MPC or Compatibles 
DESIGNED BY: Global MediaNet 


DISTRIBUTED BY: Interactive Pub. 
12121 Wilshire Bivd., Ste. 1001 
Los Angeles, CA 90025 


PHONE: 1-800-442-7160 
STREET PRICE: $39.95 ea. 
INTERNET: www.globalmedianet.com 


com/ 


onegenre gerorg sono’ 


GOLDTREE1 @AOL.COM 


//www.goldtree 


800-746-3772 — Get DEmMo 


INFORMATION 
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On The Road 
With B.B. 
King 


If you love the blues, rhythm and 
blues, rock and blues, then you'll 
love this CD-ROM of one of blues’ 


greatest—B.B. King. The King of 
Blues who is credited with bringing 
the blues into acceptance by a 
wide audience is now telling his 
story in this CD-ROM autobiogra- 
phy from MCA. It is a wonderful 
title and one you should get. 


The motif of the CD-ROM is 
King’s tour bus. You actually go on 
the road to explore the life and 
times of B.B. King, and what an 
interesting life it has been. Once 


B.B. King and band hitting 
Beale Street in Memphis. 


COMPUTER GAME REVIEW 


you board “Big Red,” King’s famous 
1944 Aerocoach tour bus, you can 
travel to five distinct destinations 
with each stopover a particular 
focus on King’s life and/or music. 
You can wait until the bus automat- 
ically drives itself to a crossroads 
and then you can choose where to 
go by clicking on the road signs or 
for you impatient drivers, just open 
the glove box and click on the road 
map to get to one of the destina- 
tions fast. In Indianola, Miss, you 


visit King’s home and friends 
through still photographs. Then it’s 
on to Memphis and The Airstrip. 
Soon you'll be in California and all 
along the way B.B. King will share 
Stories and music with you. 

B.B. King comes across very well 


B.B. King’s teenage peers 
dancing on a Saturday night 
in Indianola, Miss. Here B.B. 
a learned to love music. 


in this autobiography. He is charm- 
ing and authentic and he makes 
you feel like a friend. On The Road 
With B.B. King. is the best. 
-Steven Greenlee 


REQUIREMENTS 


486 or Better, 8 MB Ram, SVGA, 
2xCD-ROM drive, Win 3.1/Win 95 


AVAILABLE FOR: MPC or Compatibles 
BY: Media X 
ED BY: MCA 


DISTRIBUTE! 
70 Universal City Plaza 
_ Universal City, CA 91608 


PHONE: 1-818-777-4000 
STREET PRICE: $39.95 
INTERNET: http://www.mca.com 


The Business 
Planning 
Guide & 

The Home 
Buyer's Kit 


Dearborn Multimedia is the com- 
puter publishing division of 
Dearborn Publishing Group who 
has long been one of the best pub- 
lishers of business how-to books. 
The same approach they have with 
their books is now ported over to 
their CD-ROM titles such as these 


1. What business are you in? 


4. What's the business fona? 


two; The Business Planning Guide 
and The Home Buyer's Kit. If you 
are planning on buying a home—| 
just can’t see how you could not be 
benefited by getting The Home 
Buyer's Kit. It is based upon the 
book by Edith Lank, a Los Angeles 


& Buyer's Kit - [BuyKit? - Prequalification Worksheet] 
File Book Forms Video Author Window Help 


4 Business Planning Guide - [BPG1 - Plan Outline-Description of Business 1.2] 
File Book Forms Yideo Author Window Help 


ee eee 


[using sole ownership with occassionalNPCs 


4. Why is your business going to be profitable? 


Purchase Price Monthly Housing Expenses 
Desired Mortgage Amount Car Payments 

Term of Mortgage (years) Alimony/Child Support 
Mortgage Rate ex. 8.25%) Credit Card/Charge Account 
Loan to Value Ratio Other Loan Payments 
Gross Monthly Income Fixed Monthly Obligations 
Mortgage Principal/interest Housing Ratio (%) | 
Annual Real Estate taxes Debt Ratio (%} 

Home Insurance Premium 

aren ener 

joni ce pane 


Times Syndicate real estate guru. 
She also hosts the CD-ROM. The 
CD-ROM has forms that you fill out 
to help you decide how much you 
can afford, pre-qualify to determine 
mortgage rates, selecting a real 
estate agent, prepare for closing 
and more. This is a step-by-step 
guide that will keep you from 
stubbing your financial toes. 

The same goes for The Business 
Planning Guide except it helps you 
start your own business. David 
Bangs a prolific and respected 
business topics author, has every- 
thing you need to get you started 
on your own business. He spends 
quality time in stepping you through 


the process of asking for loans and 
there are forms to chart your busi- 
ness from day one into hopefully, a 
profitable future. 

Both of these titles were excep- 
tionally informative and easy to 
use. -Steven Greenlee 


REQUIREMENTS 
386 or Better, 4 MB Ram, VGA, 
2xCD-ROM drive, Win 3.1/Win 95 


AVAILABLE FOR: MPC or Compatibles 
DESIGNED BY: Dearborn Multimedia 
DISTRIBUTED BY: Dearborn Multimedia © 
155 North Wacker Drive 
Chicago, IL 60606-1719 


PHONE: 1-800-245-BO0K 
STREET PRICE: $39.95 ($19.95 CD only) | 
INTERNET: N/A i 
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Vegetarian 
Delights 


Do you think that a meal isn’t 
really a meal unless there’s steak 
and potato? Well, that may be an 
upcoming title, but for now the lat- 
est release from culinary publish- 
ers Arome is Vegetarian Delights. 
In this CD-ROM you'll learn just 
about everything you can think of 
as it relates to meatless eating. 

First of all to be a true vegetarian 
you have to classify yourself. Do 
you consume dairy product? Do 
you eat eggs? There are several 


levels of being vegetarian and you 
can get the definitions in 
Vegetarian Delights. 

Most important though is the 
recipe and video cooking instruc- 
tions. Just clicking on any word in 
brackets (like *this*) and you will 


aera 


Wire Winter Salad 


EMMY Y H.. 


PREPARATION: 

In a saucepan, cover the hijki seaweed with water and boil for 
15- 20 minutes: Remove from the heat and drain. *TRIM* the 
beans and cut into shces of 3 cmv] inch. Wash and cut the 
radishes mto medallions. *BREAK* the cauliflower into florets 
Chop the watercress. Bnng a saucepan of water to a boil and 
blanch and refresh each vegetable separately, begmning with the 
mildest flavored vegetable and ending with the strongest 
flavored vegetable 

Yellow beans: blanch for 3 minutes 

Green beans: blanch for 3 munutes 

Cauliflower: blanch for 2 minutes, 
initiate a video showing you what 
they mean. Also, unbracketed 
words contain an additional audio 
explanation. 

All together there are some 200 
meatless dishes you can prepare 
that come with additional hints and 
tips, presentation ideas and a fea- 
ture where you can keep your own 
notes. For the kids, there are kid 
chefs preparing special recipes in 
Kids Corner. 

-Steven Greenlee 


REQUIREMENTS 
| 486 or Better, 4 MB Ram, SVGA, 
2xCD-ROM drive, Win 3.1/Win 95 


AVAILABLE FOR: MPC or Compatibles 
DESIGNED BY: Arome Interactive 


DISTRIBUTED BY: Arome Interactive 
26 Hanover Lane, Ste. C 
| Chico, CA 95973 


| PHONE: 1-916-894-8407 
i] STREET PRICE: $39.95 
, INTERNET: info@arome.com 


Solution CD 96 


A CD filled with hints and tips and walkthroughs for a 
bunch of really popular games seems like a great idea, 
doesn't it? That’s what Solution CD ’96 is, it’s a CD- 
ROM with hints, tricks, cheat codes, walkthroughs and 
more for over 200 different games. 

Solution CD has some good points and some bad 
points. The good points are the walkthroughs for the 
RPG and adventure games. While they are a little bit 
sparse, they do a good job of telling you what to do 
next and where to go next. Anyone stuck at a particular 
point in a game will find this to be a good resource. 

The problem here is in the hints. Most of the time, 
these are hints anyone could figure out and often times, 


Cheats\Hints (Virtual Pool 


m <<< HINTS >>> 


Use the Shift key with the mouse to give you more powerful shots 

For a great special effect 

(a) Turn on tracers 

@ (b) Raise the butt of the pool cue so itis 90 degrees (perpendicular) to the table 

(c) Place English (E) on the ball, so you are hitting it off-centre 

This will give you an impossible spin, the ball reverses directions without hitting an object 
To accurately line up your shot, press the Ctrl key 

Use the overhead view to help you line up your shots 
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== While the hints for games like Virtual Pool 
(above) are extremely suspect, the walkthroughs 
for RPG and adventure games like Ultima VIII 
(below) are fairly complete. 


SOLUTION CD '96 


[Ultima Vi: Panen 


_ Walkthrough 


im cobwebs on the door, and a Ghoul inside 

fa 11. Enter the room 

@ 12. Re-enter the Catacombs via a cave, and proceed immediately south until you find a door 

ba 13. Make your way through the caves Southward 

. 14. The Entrance to the Hall of the Mountain King are Large double-doors; open them by conjuring a 
Golem from the dirt 

IF 15. Inside, head North and East until you find some ruins. Outside it are some levers, pull them 

ba 16. Return south until you can go West 
1?. When you some red stepping-stones which appear and disappear over a chasm, jump across them and 
continue tn that direction 
18. Solve the ForceFields puzzle, unlock the door, and head West/South 
19. Leap some stones over water to find a key on a skeleton 
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they aren't hints at all. My personal “favorites” are the 
Doom II hint that suggests using the <Shift> key to 
move faster (Duh!) and the fact that the CD contains 
hints for the still unreleased CyberJudas (albeit, a 
whopping total of two hints). 

The bottom line on this product is this: If you have an 
RPG or adventure game that you are playing and are 
currently at an impasse, and if this CD has hints for that 
game listed on the back, this will get you through, even 
if inelegantly. If, 
however, you 
want strategy or 
any amount of sig- 
nificant help on 
something, you'd 
be better served 
calling a 900 help 
line or buying an 
authorized hint 
book. - Steve © 

Honeywell ©. 


REQUIREMENTS 
486/33 or Better, 8MB RAM, SVGA, 
CD-ROM drive, Win 95/Win 3.1/Win NT 


AVAILABLE FOR: MPC or Compatibles 
DESIGNED BY: Microforum 


| DISTRIBUTED BY: Microforum 
> 1 Woodborough Ave. 
_ Toronto, Canada M6M 5A1 


| PHONE: (416) 656-6406 
STREET PRICE: $49.95 
INTERNET:www.microforum.com 


~~ joimIndy i in n this first-of-its-kind 
' minicadvénture.-With each 
challenging game averaging 
under an hour, there’s always 
time for an. Indy adventure break. 


Literally billions of 
possible games : 


Ideal for on-the-go Ne 
: ook.users < 
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hroughout history, 
Mankind has posed 
questions about what 
might lie on the next 
plane of existance. 
Are we reincarnated? Is there a 
Heaven? More importantly, is there 
a place where we might have to 
pay for the bad things that we did? 

Debates have raged for years, 
and since there is no way of truly 
knowing what (if anything) the 
afterlife might have in store for us 
after death, it’s all pretty moot. But 
it does make for fun dinner conver- 
sation. 

Dante wrote the Divine Comedy 
to show Mankind what he thought 
Hell, Purgatory and Heaven would 
(or could) be like. Milton had his 
vision of Heaven and Hell in 
Paradise Lost. C.S. Lewis gave us 
The Great Divorce and The 
Screwtape Letters. Now we have 
Afterlife, Mike Stemmle’s and 
LucasArts’ vision of what awaits us 
when we buy the farm. 

And what an intersting vision it is. 
You have command of both 
Heaven and Hell. In both cases, 
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and Hell in perfect juxtaposition. You'll need to balance your time between the realms, even if one of 
them is more fun than the other. 


you have to 
live up to the 
expectations 
of the souls 
that will be 
spending 
eternity, or at 
least some 
time, with 
you. For 
those who 
believe in 


reincarnation, you need to give 
them a means back to the physical 
world. For those who were very 
bad in their life, you'll need to pro- 
vide a suitable Hell. Give the good 
souls anything less than the 
Heaven they deserve, and they 
won't be happy with you. In short, 
you need to do what you did in 
SimCity, just on a more cosmic 
scale. 

Stemmle’s ideas for the game 


aan The Four Surfers of the Apocalypso. Don’t get 


on their wave. 


are as interesting as they might be 
bizarre. A fan of simulations, 
Stemmle determined that most of 
them are based at least partially in 
reality where certain facts are 
known, like “it’s a bad idea to put 
nuclear power plants next to resi- 
dential zones.” But what if the play- 
er didn’t have preconceived noti- 
ions of how things should work? 
Thus, Afterlife. 

Expansion of both realms is 
important. The Powers That Be 
who have asked you to manage the 
afterlife of this particular alien 


SNe Sen ENN Se Ae RE Ann eee RE SEES Sanaa LIN TREK NOS AERA ER RARER ESS FAGN SN ANE C NDOT UNS SHA TNEB EAS CRUNA SIRS SAGTS OLNEY Taine GeV abd dieser ewadiheindins nails MAENeels sea neueuseeavddndiunniteadeunsausteeiaddtiaddddésia 


The American Civil War: From 
Sumter to Appomattox 


' 
_ 


Colamtsa 


Disasters can happen on any plane of existance. Above, the dreaded 
Disco Inferno rages to the dismay of fashion consultants everywhere. 
Below, Hell freezes over, causing a lot of people to do things that they 


never thought they'd have to do. Every moment of the American you have the ability to win militarily 
cal Civil War is included in this new Or politically as either of the two 
package from Interactive Magic. warring sides. 
The entirety of the war from the Picking the right commander for 
opening shots to the final surrender __ the job will be important, too. The 
are here for you to examine and abilities and personalities of 125 
relive. commanders from the war have 
More than simply a military simu- been included and have been rated 
lation, The American Civil War is a in terms of combat skill, aggres- 


complete strategic game giving you _siveness and more. You assign the 
= leaders to certain areas of the war 

and you give the orders, but if you 
haven't put the right man in the 
right place, look out! 

The American Civil War will ship 
for Windows ’95 in the second 
quarter of this year. 


Pip mere tt 


SRO A I RN Ne: 
REQUIREMENTS 
‘ 486/33, Windows '95, 8MB RAM, 
full control over all of the actions of a SVGA, 2xCD-ROM 
the side you wish to take. You Bs PC and compatibles 
recruit your forces, you build the ey Interactive Magic 
species pays you to keep things ed sound effects. Get ready for the ships and the armies, you give the e Interactive Magic 
running by giving you pennies from _final word in sims. marching orders. You even have S Not Available 
Heaven when things are going well. = an option of when to start the war, eg Second Quarter, 96 
With these, you can segment off REQUIREMENTS in 1862 or 1863. In addition to this, = 


new territory (based on the seven 486/33, 8MB RAM, SVGA, 


deadly sins or blessed virtues) and 2xCD-ROM, Windows 

lla PC and compatibles 
Afterlife tracks literally billions of —_— 

souls when the game gets going, —e 

and since there are many belief Not Available 

Structures in real life, there are Second Quarter, 96 


many in the game. 
Additionally, Afterlife 
has been made with 
tongue firmly in cheek, 
Currently sporting areas 
like “Hellrose Place” and | 
“Taco Hell.” The interface | 
is simple to use. The | 
game features an inter- 
esting look with incredibly 
detailed tiles. In terms of 
music, there will be a P 
complete score, and most f= 
events and buildings will F 
have their own associat- 


History buffs will find a wealth of information and vintage photes 
from the American Civil War era. 
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THE ROSWELL UFO CRASH. 


A PACKAGE. 


A SERIAL KILLER. 


A GOVERNMENT COVER-UP. 


A MYSTERIOUS WOMAN. 


A MISSING MAN. 


A TERRIBLE SECRET. 


AND YOU NEED TO SHAVE. 


IT CAN'T GET ANY WORSE... 


SOFTWARE INCORPORATED 
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See Soe 


Giant robots control the world. Only you and your crew have the means 
to stop them. 


The world has been taken over 
by machines and computers. 
Mankind has been turned into a 
race of slaves dedicated to serving 
their electronic masters. 

The Mayhem Soldiers, a small 
group of freedom fighter cyborgs 
has organized itself to fight against 
these electronic overlords. You 
play the role of a group of these 
cyborgs as you seek to free your- 
self from the domination of the 
machines. 

Total Mayhem is a real-time 
strategy game that can be played 
solo against the computer or 
against up to seven other players 
via network (head-to-head modem 
play is also possible). You control 
as many as six different Mayhem 


soldiers simultaneously in battle. 
You can take a distant view of the 
action or zoom in close for a good 
look at the carnage ensuing on the 
screen. 

And the carnage is the big thing 
here. You have a good choice of 
weapons, including grenade 
launchers, plastic explosives and 
laser rifles. You will face off against 
13 different enemies with five dif- 
ferent skill levels, So you can 
always find a suitable challenge. 
Total Mayhem comes with 20 dif- 
ferent missions and a number of 
unique indoor and outdoor environ- 
ments. Look for this one to ship 
sometime around April or May this 
year. 


REQUIREMENTS 


486/33, 8MB RAM, Windows 
2xCD-ROM, SVGA 


FOR: PC and compatibles 
Domark 


RELEASE DATE: Second Quarter, ’96 
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o£ STARRING 


| ee BARRY CORBIN, TANYA ROBERTS 
KEVIN MCCARTHY, AND CHAIS JONES 

| . AS TEX MURPHY 

Uy ap thse sido repens Sw, ot ¢_URECTED BY ADRIAN CARR, 


ORIGINAL SONG BY RICHIE HAVENS. 


?. THE CREATORS OF UNDER A KILLING MOON 


PRESENT: THE PANDORA DIRECTIVE. @ 


ee A CD CINEMATIC EPIC Compatible With 


DOS & Win 95 © Virtual World Engine With Full 


It seems that gamers can’t get Network to feature the game on its os 
enough of driving at amazingly high __ site. Players will then be able to f Freedom Of Movement—No Rendered Paths Iwo 
speeds in vehicles around little bitty | compete against other drivers on 
tracks. Big Red Racing from the various tracks and with the dif- 
Domark gives you that, but that’s ferent vehicles. 


about all it has in common with Player options include the ability oe. , Levels Of Play—Choose Complex Hint System Or 
most racing games. to watch the race from virtually any 
For starters, you won't be dealing angle including a number of track- 
with the standard oval tracks made side cameras and an opponent's : Aet ; j 
of asphalt. Tracks will zig and zag front seat.. Bonus Points, Puzzles & Locations © Three Routes 


and will be made from such exotic 
materials (track-wise) as water, ice, Cho9Se YoUR Vekj tLe 
dirt, sand and quarry rock. Your | eae : r ; 
vehicles will be a mite unusual as I es - 6. | ndings For..Maximum 
well, since your options will include A 1 : 
tractors, backhoes, hovercraft and 
lunar buggies. 

Another major difference is the 
simple number of tracks in the 
game. Most games will give you 
eight or 10, but Big Red Racing REQUIREMENTS 
features 18. To go along with all of 486/33, 8MB RAM, Windows 

! 2xCD-ROM, SVGA 

these tracks is a complete CD 
soundtrack and optional play-by- ina os PC and compatibles 

lay commentary for when you are eee es DOE 
oe sec seach , DIST BY: Spectrum HoloByte > Call 1-800-800-4880 ¢ http: //www.accesssoftware.com 


The most exciting plans for BRR ‘ sai ieee : re a | 


involve the Internet. Domark has RELEASE DATE: Second Quarter, 96 
Fs oe == sorrware INCORPORATED 


signed with the Total Entertainment 


A massive spacecraft called Isis 
was on its way to Earth when it 
was trapped in a freak storm of 
nature. The ship became encased 
i lava, and the volcano that 
réleased the lava returned to dor- 
Hancy. Since that time, the ship 


has lain dormant 
along with the 
volcano. But the 
volcano is start- 
ing to reawaken. 
You have been 
summoned by 
the Isis to help 
return it toa 


state capable of 
space travel. The 
incarnation of 
the ship that you 
will interact with 
will be of some 
help, but it will 
not be available 
to answer many 
of your questions 


because it must do all it can to pre- 
vent the volcano from erupting 
before the Isis can lift off and gre- 
turn to space. 

lf you are unable to solve the 
various puzzles in Isis, the volcano 
will erupt before you get a chance 
to leave the ship, and it (and con- 
sequently, you) will be trapped for 
another 1,000 years until the door 
between the two dimensions is 
opened again. 

Isis should be available in stores 
by the time you read this. This title 
is the first PC release from 
Panasonic Interactive. The game 
features full-motion video clips and 
a number of animated puzzles. The 
game is suggested to sell for 
around $59.95 

REQUIREMENTS 
486/66 or better, 8MB RAM, 
SVGA, 2xCD-ROM 


PC and compatibles 
Panasonic 
Panasonic 
N/A 
Available Now 
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There are various elemental symbols (as used in the Periodic ‘Table of Elements...rcemember your high 


school chemistry classes?) depicted in the scene to the left. These are Be for Beryllium, Au for Gold, 


T for Titanium and Y for Yitrium. Put these together and they spell “BEAUTY.” 


The atomic weights depicted in the scene are just other hints that the clues have to do with the 


Periodic ‘Table of Elements. (Hint: There could be other clues in this scene.) 


is the word used in the quote which salves the mrystery of the bedroom in Treasure Quest . 


You must determine the entire quote for the bedroom, and the entire quote for nine other 


rooms, to ultimately solve the mystery of Treasure Quest’ and win one million dollars. 
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Authentic college fight songs!* 
- Customize players! Save team and player stats! 


SUPER NES’ GENESIS’ 


PLAYSTATION SATURN: 
GAME BOY’ DOS CD-ROM 


*PlayStation™ Saturn” and DOS CD-Rom versions only. fl > 


The Officially Licensed ae Product logo is a trademark of the Collegiate Licensing Company. School names, logos, and mascots are the property of their Td 
respective universities. The Collegiate Licensed Product Label is the property of the Independent Labeling Group. Nintendo, Super Nintendo Entertainment é 


System, Game Boy and the official seals are registered trademarks of Nintendo of America, Inc. ©1991 Nintendo of America., Inc. Sega, Genesis and Saturn are ® 
trademarks of Sega Enterprises, Ltd. All rights reserved. PlayStation is a trademark of Sony Computer Entertainment Inc. Acclaim is a division of Acclaim Gcim 
Entertainment, Inc. ® & © 1996 Acclaim Entertainment, Inc. All rights reserved. Contact the ESRB at 1-800-771-3772 for more information on game ratings. +i _.__Ht_Bt_| 
Screen shots shown are from the PlayStation and Super Nes versions of the video game. Full motion video is not available on Super Nes, Genesis or Game Boy. entertainment, inc 


___1-4 player simultaneous action! 
_ Letit rain from high-scoring hot spots! 


ears ON 

rose pore DOO op at HE UN 

A eh anti Sag person 
“yanguade ° in 


y 2) pea Pp ye | | 
| Gue Gmey y° 


cre: : 


&: G2 COMPUTER GAME REVIEW 


The Imps of Infocom are still alive and am 


be AMFY - _AMFV 


Dave Lebling: 

Dave Lebling was one of the original Imps co-authoring the main- 
frame Zork, then Zork II and Zork Ill. “The thing that’s neat about 
Infocom,” he says, “is the same thing that’s neat about...oh, Tolkien 
in the early days or being a science fiction fan back when it was 
schmuck being a science fiction fan. That kind of thing. It’s a small 
kind of cult thing and you can feel a sort of pardonable pride in 
being a little more literate than the people who like thinking they're 
a little more literate who like the graphical adventures. So it’s kind 
of kept on.” 

Lebling says Infocom was fortunate because the company was 
formed while computers were coming into their own as well back in 
those late days of 1977. Working at Infocom was a “great experi- 
ence” regardless of whether the company was making people 
“nappy or infuriated or both,” comments Lebling. He absolutely 
misses those days, even though he very much enjoys his current 
job—designing digital film software for commercial use. 

Besides co-authoring the Zork trilogy, he also co-authored 
Enchanter and then by his lonesome wrote Starcross, Suspect, 
Spellbreaker, The Lurking Horror and Shogun, the last game 
released by Infocom. Does the first person admitted to the Science 
Fiction Writers of America for writing interactive fiction (along with 
Steve Meretzky) ever want to write another text-based game? 
“Every now and then | do, | must admit,” he comments. “I follow the 
Internet newsgroups that talk about interactive fiction...and there 
are things there that allow you to write Infocom-style games. It isn’t 
the syntax we used at Infocom, and | occasionally think, “You know, 
download one of those and write something.” Lebling says all the 
duties of working and raising a fami- 
ly prevents him from actuaily creat- 
ing a game. 

One thing driving those Infocom 
hobbyists on the Internet is they 
don't believe many of today’s graph- 
ical games have enough Story. “I’ve 
heard that complaint, too,” says 
Lebling. “I guess the only thing | can writers.” 
say [is that] it’s sort of a compliment 
to us. The whole thrust of the text adventure was one picture was 
worth a thousand words and we would rather give you the thou- 
sand words.” 

All the Infocom writers talk about how much fun they had. Lebling 
is no different. “It was great fun. It was the kind of fun that | think 
[you have] when you are simultaneously young and doing some- 
thing that no one has never done before and succeeding at it, 
which is even better.” Lebling does feel good about the Zorks, but 
he has a special place for Starcross. It was his first game written 


“Starcross was completely insane. 
it was an homage to Arthur C. 
Clarke and Larry Niven who were 
two of my favorite science fiction 
— Dave Lebling 
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Steve Meretzky gave A Mind 
Forever Voyaging a serious plot 
and a tough conscience. 


without a co-author. “Starcross was completely insane. It was an 
homage to Arthur C. Clarke and Larry Niven who were two of my 
favorite science fiction writers, and you had one of the most amaz- 
ing packages that anyone had ever done. It was packaged in a fly- 
ing saucer that you could fly 
around the room. So that was pret- 
ty cool.” 

Spellbreaker, Lebling explains, 
was a gift to die-hard Infocom fans. 
He says they would call up and 
want something hard. 
“Spellbreaker was intended to be a 
nasty, vicious and cruel, hard game 
(laughs) and it succeeded in that 
(laughs).” On the other hand Lebling says the Lurking Horror was 
an homage to H.P. Lovecraft and MIT. “All the locations in the 
Lurking Horror are, pretty much, real places at MIT.” 

In the old Infocom biography it said that Lebling’s long-range 
ambition was to have a library for all his books. He says that is still 
a long-range ambition. He has not achieved his short-ranged plans 
either, which was to keep the squirrels out of his birdseed. “I failed 
at that one too. Just this morning | was watching a fat, satisfied 
squirrel sitting on the bird feeder munching away.” 
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Marc Blank: | 
Marc Blank was heading toward a career as a medical doctor when Brian Moriarty: 
he fell into the Infocom crowd. He was at MIT doing research work, “This may sound slightly 
and while he did become an M.D. he has never stopped designing pretentious of me, but in a 
games as his chosen career. Blank co-authored the Zork trilogy and way it’s like being one of the 
Enchanter. He wrote Deadline, Infocom’s first interactive mystery and Beatles,” says Brian Moriarty 
Border Zone, Infocom’s first tale of intrigue, alone. “I’m always on being a member of the 
amazed,” says Blank, “like when | started doing Internet surfing over cult-adored Infocom. “It’s kind 
the last year or so I’ve been astounded about how many people are of weird, especially in the last 
around that still remember the games and actually remember more few months where I’m getting 
about them than | do. It’s sort of embarrassing.” He’s happy to see all kinds of e-mail from peo- 
his work live on particularly since he comments that he still has “a lot ple who are really interested 
of fondness” for the games. He believes that the Infocom text-based in the Infocom thing. | have 
games are as good, “if not better” than the graphical games of today. to admit, it’s not a bad thing 
“Especially now since graphics seems to be the almighty thing and for the resume (laughs).” He 
video and Hollywood production value—it’s nice that some people really didn’t ever think of how 
still value the printed word.” influential Infocom would 
Echoing the sentiments of Lebling, Blank maintains that the text become, but the reason it 
adventure games used words to evoke settings and mood. He says has lies with the games. 
while all games have their strengths, he believes the text adventure “,..they were really good 
games had “imagination” which has been “lost” in today’s graphical games. They were much bet- 


games. “I think the other thing—it’s more of a gaming thing—is when 
it comes to point-and-click interfaces or interfaces where you’re either 


4 @ e s 
picking words or picking objects, | think the one thing that gets lost is ‘This may sound slightly pretentious 
the sense that you could do anything and the sense you could use of me, but ina way it’s like being 


any word or any verb [in the text adventure games] and it might 


Ld bd MH 
work. So there is a sense of open-endedness [in the text adventure one of the Beatles.’ - Brian Moriarty 


game] and the possibility that you could do anything. | think that is 
lost.” He continues that he ter than the stuff that’s coming out now (laughs).” Moriarty says that 


“ ony and the other Imps would the text adventure games didn’t have the “twitch” factor, a term used 
you know It's funny think of responses to to explain the pulling of a trigger when a shadow slides across the 
cause every once absurd words or verbs so corner of your eye as in the case in many arcade games. “When you 

e ° * the gamers could have compare them [text based games] to the graphic adventure games 
and awhile I think it some comic relief. that are coming out now, there’s really no comparison at all in terms 
would be fun to “You know it’s funny of quality and story.” 

° ° Cause every once and “Professor” Brian Moriarty discovered Deadline while working as an 
” 
write one again. awhile | think it would be editor at Analog Computing, which covered the Atari computer. “And 

-~- Mark Blank fun to write one again. You the game had this intelligent parser which could actually parse more 

know kind of for old time’s interesting sentences than simply verb\noun. 
sake. I’m sure You could have verb\noun and indirect 


there’s enough people out there that it would be worth- 
while.” The question in Blank’s mind though is can 
you go back and recapture the feeling and the fun 
of those Zork days? 
Dr. Blank says after the team had finished the 
Zorks they were deciding what to do next and 
he didn’t want to do another fantasy game. 
“Been there. Done that.” His love of myster- 
ies gave birth to Deadline. “I thought it was 
a great idea because most people, when 
they read mysteries, are constantly trying 
to think ahead, what happened. ‘Ooh, | 
would have looked here, | would have 
done this. | would have been more clever.’ 
So, it seemed to lend itself perfectly.” 
He says that he enjoyed doing 
Enchanter, but he was more excited about 
“going on and doing new things,” a desire 
which led to Deadline, Border Zone and 
Journey being published. 
These days Blank and former Infocom pal Mike 
Berlyn have formed a game company. He says 
they are doing games for the console and the PC and 


object and other new stuff. And it 
was just so classy,” says Moriarty, 

“and exciting...So | got the 
fever and | knew | wanted to 


What else could it be 
except the button 
packed into “The 
Hitchhiker’s Guide to 
the Universe”? 


do this.” 
It was in 1984 that 
Infocom reached out 
and tapped Moriarty 
for an engineering job. 
His first assignment was 
working on Seastalker. 
Several months later, 
Moriarty wrote Wishbringer, 
“...which had the good fortune 
to come out right after 


are Currently working on a PlayStation game. Blank does Hitchhiker’s (Hitchhiker’s Guide To 
believe that their company is a reincarnation of Infocom. “Let The Galaxy).” Trinity, a fantasy game set 
me say...| think the group we have here and the enthusiasm and around the development of the nuclear bomb, 
the style and the tone of place is very very similar to what we had is Moriarty's favorite among the three he wrote, a list that includes 

at Infocom in the fun days, which I’d say where ‘81 to ‘84. | think Beyond Zork. 

subconsciously or consciously, Mike and | tried to recreate that More recently, Moriarty had Loom published by LucasArts and 
because we both enjoyed being there at that time.” Blank doesn’t worked on The Dig as well. For Rocket Science he designed 

believe though, that text adventure games will ever be commercially Lodestar. He is now busy designing multi-player games for the 
viable again. Internet with his own company, Mpath. 
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- | Steve Meretzky: 
Gen He began at MIT in the summer of 1975 
studying to become an architect but wound 
up becoming the architect of the text-based 
game genre. Along with Lebling he was 
admitted to the Science Fiction Writers of 
America as an interactive author [the SFA 
no longer will consider interactive writers 
for membership]. Steve Meretzky wrote 
a Planetfall (1983), Sorcerer (1984), The 
: Hitchhiker’s Guide to the Galaxy (with 
~~~ =| — Douglas Adams in 1985), A Mind Forever 
“=| Voyaging (1985), Leather Goddesses of 
Phobos (1986), Stationfall (1987) and Zork 
a Zero (1988). “In some sense starting Boffo 
ey Games has been at least a partial restoration of 
ee : what things were 
re like in those days, 
although, | don’t think 
for me or any of the other 
people who were at Infocom will 
there be anything like it. | mean, 
we all were pretty young and 
everything was going so well. The 
industry was brand new and the 
sky seemed like the limit and all 
our games were bestsellers and it 
was such a great time...” While 
Meretzky enjoys his current job, 
he says “nothing will match the 
excitement and the fun of Infocom 
in its heyday.” 
Looking back, Meretzky sug- 


ne “..we all were pretty young and 
<4 everything was going so well. The 
_...| Industry was brand new and the sky 
. >] seemed like the limit and all our 
| games were bestsellers and it was 
| such a great time.../” Steve Meretzky 


ve i gests that perhaps he and his fellow Implementors should have got- 

LC ten into graphics sooner, but he believes the getting into the business 
software side of the industry was “a huge mistake.” While gaming 
was Infocom’s core, there were those who wanted to make business 
software. The result was a productivity title called Cornerstone. This 
was an expensive product to produce and it did not sell well. As a 
result, Infocom had to take the profits made from the games to sup- 
port their business products and that ultimately helped suck the 
financial life out of Infocom. 

After working in the construction industry for two years—”...those 
are definitely not years that | look back on with any joy (laughs)’— 
Meretzky joined Infocom as a tester in November 1981 and became 
a full-time writer in June 1983, scripting Planetfall. During this time at 
MIT Meretzky says he was, to some extent, a computer nerd. “There 
are definitely gray scales of nerditude, and there are much harder- 
core nerds that | have known in my life, but definitely | had some 
. components of nerditude.” 
oa As with many writers/game designers, deciding on which of their 
“1 works is their favorite isn’t easy. For Meretzky, Planetfall holds a spe- 
cial place because it was his first and he very much like the charac- 
ter of Floyd, who has become the de facto cult icon for 
Infocomphiles. He says he also cherishes working with Douglas 
2, Oe Adams on The Hitchhiker’s Guide to the Galaxy. It is the Leather 
« °°*| — Goddesses of Phobos which has the most interesting story of con- 
a ception. “At the time Leather Goddesses came out, computer games 
were so incredibly pure and straightlaced. Although, looking at it now 
it seems pretty tame, at the time it really pushed the — a lot.” 
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Meretzky says the game came about as an 
afterthought to a running joke at Infocom. 


The matchbook He wrote the name on the project board as 
from Suspect a joke, but later was asked to develop the 
holds an important 92™e and use that name. But it was A 


Mind Forever Voyaging which allowed 
Meretzky to address social issues in a 
heady game environment. He also sug- 
gests that Zork Zero, released in 1988 
near Infocom’s total demise as a company, 
was the epitome of text adventure 
games. 
Like most of the other Imps, Meretzky 
believes that the lasting value of the text 
games is that “...they really have so much 
more depth than games have nowadays and 
[it is] really easy to see why. You can do things 
in text so much more quickly, easily and cheaply 
than with graphics...or any visual method of 
showing the same thing. And therefore the games 
could be so much deeper and have so many more 
options and possibilities than games have nowa- 
days.” The major downside in terms of game play, of 
course, is that using a text parser requires that the player be willing 
to type in all of his or her answers.. 
There is little time for Meretzky to reminisce. His Boffo Games is 
designing Spacebar for Rocket Science, a game that he describes as 
a “detective game\comedy.” 


Stu Galley: 


Turning his training in physics and journalism into a vehicle for cre- 
ating computer games, Stu Galley is one of core founders of 
Infocom. He authored Witness and Seastalker. He doesn’t like being 
called a cult icon. “Gee, | wish | had something elegant and inspiring 
to say about it, but the truth is | don’t how it would feel any other 
way.” He admits to being surprised by the ascent of Infocom into cult- 
dom. He always thought that it was strange that Infocom was about 
the only text adventure-game company in business during the early 
1980's, leading him to believe it was probably the company’s destiny 
to be a cult item. “We were in the right place at the right time.” 

1982 was the time when one of the famous Imps of the Lunch 
Table decided that they needed a follow-up to Deadline. The title was 
called Witness. “The germ of the story came from Marc Blank,” says 
Galley. “It was sort of a strategic move to make another game that 


clue to the 
game. 


Spelibreaker, based 
in the Zork universe, 
contained a set of 
trading cards com- 
plete with historical 
biographies. 
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One of the most challenging 
games ever created for the PC, 
Suspended came with a playing 
board and pieces with which to 
track your progress in the 
game. The difficulty levels 
included “Impossible,” an apt 
description. The board is shown 
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sort of followed the lead of Deadline, but simpler. The feedback from 
the players [suggested that] the game was really great, but too hard.” 
Galley says he agreed with that despite the fact he personally liked 
Deadline very much. But, “I couldn’t finish it without Marc’s help.” So 
this simpler mystery—Witness—was born in the creative machinations 
of Galley’s mind. 

After Infocom Galley never had the opportunity to write another 
game. Currently he does technical management for Unix systems in a 
physics lab. He offers that he will write another game when “I win the 
lottery and have lots of free time. That will go on a list with travelling 
around the world and curing cancer (laughs).” Otherwise, Galley quotes 
the Doors to help explain his Infocom days and the impact on his life 
these days. “This is the strangest life I’ve ever lived.” 


Bob Bates: 


Bob Bates was one of the 
later writers to become an 
Implementor after he began a 
company to compete with 
Infocom. He says he 
approached Infocom to license 
some of their technology and 
ended up joining them in 1986. 
“| was the only outside game 
designer that they ever used 
(with the exception of Douglas 
Adams).” The Infocom mythos 
was firmly in place by the time 
he arrived. “I was running in fast 
company and | was privileged to 
play in their yard.” 

The Infocom style stuck with Bates and is a driving philosophy 
behind his own company Legend Entertainment. For instance, Bates 
says, “It was clear that there were some good things [about game 
design] and there were some bad things. A ‘restore puzzle’ was a bad 
thing, something where a player had to die in order to learn the infor- 
mation that he would have needed in order to solve the puzzle. That 
was universally regarded as a sin against game design and that’s 
something | have carried on and taught the designers here at Legend.” 
For him, the Infocom style was a much bigger influence on his design 
work than any one of the writers. Much of that Infocom style can be 
seen in Legend’s more recent releases of Mission Critical and the hot- 
selling Shannara. 


ae mM 
* Mie 


“0 “COMPUTER GAME REVIEW 


approximately one-quarter size. 


Planetfall came with an official ID 
badge for the Stellar Patrol: “Boldly 
going where angels fear to tread.” 


Mike Berlyn: 

Mike Berlyn was already an accomplished novelist before joining 
Infocom having written the books The Integrated Man and Crystal 
Phoenix among others published by Bantam Books. He really does- 
n't feel that he should have the cult attention saying the real honors 
should go to “Marc Blank, Dave Lebling, even Steve Meretzky...” as 
well as the other core Infocommies as they sometimes refer to 
themselves (along with Imps and Implementors). He comments that 
he looks back on his days with Infocom “quite often and with great 
fondness and warmth.” 

He explains that he had a competing business based in Colorado 
and actually published his first text adventure a month before Zork 
was released. He then saw Zork and “I said, ‘Boy! These guys real- 
ly know what they’re doing, unlike me (laughs). Fate then played 
its hand by allowing Berlyn to meet Blank at an Applefest. Blank 
extended the invitation to apply for a job and Berlyn became an 
Imp. 

Even with his novelist background (his latest book The Eternal 
Enemy was published in 1990 by Wm. Morrow), Berlyn says writing 
interactive fiction was very different and equally as hard as writing a 
novel. His interactive games are Suspended, Infidel and Cutthroats. 
He also headed up Fooblitzky. 

Berlyn was the fourth person to join Infocom and he says he was 
very intimidated at first by working with highly intelligent people. “It 
seemed like overnight stardom for me.” 

Now, Berlyn has partnered again with Marc Blank to found 
Eidetic, Inc. to produce games that “push the envelope.” 


Amy Briggs: 

Besides all the men there were two women implementors at 
Infocom; Liz Cyr-Jones and Amy Briggs. Briggs began as many oth- 
ers as a tester for Infocom in 1984 and she went on to write a pio- 
neering game from a woman’s perspective with game enough for 
man to play as well. It was called Plundered Hearts. 

“There was a swashbuckler; Cutthroats had already come out and 
there was a spy game being worked on—these were all kind 
of men things and | thought ‘let’s do something for women.” 

The result was an Elizabeth Bennett-meeting-James Bond-type 
of adventure. 

Briggs says she had “a helluva lot of fun” as Imp, something 
regulated to memory now as she is a cognitive psychology 
graduate student at the University of Minnesota studying how 
people read. 
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The Time Has Come For Capstone's Giedinnchivisiaie Graphic Adventure... c 


Roger Zelazny and Jane Lindskold's 


Time stands still! Thousands of lives are at stake! 


doin Horda, the Chronomaster, in this epic quest For vengeance in a Future where magic & science co- 


i This ground-breaking Graphic Adventure will take you on a journey through man-made pocket - - 
iverses Full of cyborgs, pirates 6 witches. Can you guide Horda & use his bottled time to solve the 


the universes and return aeclice to the stars? 


iam —— eres as players. 
move freely from screen to screen’ 
within pocket universes in any order 


they choose. 


> Challenging 
plots with mul 


\ FeaMing the Voices of: 


Visit Capstone Online: 


Web Site: 
— http:/Awww.gate.net/~intracor/ 
ees coaeeemamal Ron Perlman Brent Spiner Lolita Davidovich America Online (Keyword Capstone); 
> Striking. highly detailed and fully (“Beauty and the Beast”) (“Star Trek: The Next (“Intersection”) CompuServe: "Go" Intracorp 
rendered 30 artwork and full motion as “Korda” Generation’) as “Jester” For Information: (800) INTRACO 
animation. Fully digitized voices and. as “Milo” | 
original soundtrack. 


intracor; IBMICD-ROM 
entertainment, £ inc. THE PINNACLE OF 


TERT AINMENE SOFTWARE 


Software and Art © 1995 IntraCorp, Inc. All rights reserved. Portions of the program © 1995 DreamForge™ Intertainment. Sound Operating System © 1995 Human Machine Interface, Inc. Software theme 
based on a science fiction story by Roger Zelazny and Jane Lindskold. Chronomaster and Capstone are trademarks of IntraCorp, Inc. All other trademarks and copyrights acknowledged. 


early a year ago, TSR decided to 
change the way it was doing things 
i PC game realm. It took the 
r Advanced Dungeons and 
d the Forgotten Real 
play landed the Forgotten 
Realms ri while the ability to make 
games using ures and locations basec 
in the various Forgotten Realms seemed 
a positive thing, Interplay released not 
and announced nothing. That is, until the 
company announced the creation of Blooc 
Magic by Tachyon Studios. 
Blood & Magic will 
open up new ground 
for the Forgotten 
Realms in terms of 
their existence as 
computer entertain- 
ment. Up until this 
time, games based in 
these worlds have 
been strictly role- i Lg ASS 
playing games where = Li Kies AS BoP) 
the player takes on 
the role of one or se 
more characters ie oe 
seeking to right 
wrongs for merely 
survive], and eventu- 
ally fulfilling a grand 
quest. Blood & Magic, 
quite simply, is not — : 
that. i a 
in short, Blood & —— ee 
Magic is much more 
akin to WarCraft than to Forgotten Realms 
games of the past like Ravenloft. It is a 
resource-management game where the play- 
er must conduct battle and keep an eye on 
an ever-expanding empire at the same time 
in a real-time situation. Steve Honeywell 
recently had a chance to sit down with one 
of the minds behind Interplay s first use of 
its TSR contacts, Tachyon Studios Vas 
Nokhoudian. 


VN: “So, what do you think?” 


back from 


VN: “Because it hasn’t been 
done, or at least done 
well. There have been 
TSR strategy games in 
the past and they’ve 
been pretty noble 
efforts, but there is an 
emerging new genre of 
real-time strategy 
games which really isn’t 
too crowded right now.” 


&, 


VN: “Let me put it in 
these terms. There’s a 
new TSR product called 
Birthright, and it’s sort of 
a role-playing game. 
But, it operates on a 
battle scale where all of 
the player characters are lead- 
ers of empires and they’re all 
going to war with each other. | 
know as a player, for many 
years, that’s something that 
has always been in demand— 
some sort of support for large- 
scale battles and campaigns.” 
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Interplay and Tachyon Look to the Realms 


VN: “That was a really tough 
choice because there’s a lot of 
breadth to the material in the 
TSR universe and there are a 
lot of [creatures] that are 
instantly recognizable as 
D[ungeons] & D[ragons] stuff 
that | thought would be almost 
too strange to new users. 
What | wanted to do was use 
characters that not only fit well 
into D&D Forgotten Realms in 
a generic sense but anyone 
who is new to the Forgotten 
Realms or new to D&D could 
instantly associate with or rec- 
ognize.” 


VN: “Precisely. Absolutely. | 
really wanted to make a game 
that both markets could appre- 
ciate. In a sense that’s why 
this is a broad strategy game 
rather than an in-depth role- 
playing game because we 
wanted to attract new users, 
get new people interested in 
D&D and the Forgotten 
Realms.” 


VN: “Absolutely.” 


VN: “I originally designed this 
product about two years ago. 
At the time there was a little 
known game called Magic: 
The Gathering which was 
slowly garnering some atten- 
tion (laughs). What | thought 
was cool about that game was 
that you could come up with a 
lot of convoluted strategies to 
try on your friends and vice 
versa—they can do things 
you'd never expect.” 


VN: “Personally? | like doing 
sick and twisted things. That’s 
just the way | am. | like to 
make an ‘Avenue of Death’ 
with a bunch of Paladins and 
use a Nymph to lure people 
down that avenue. One of my 
favorite things—you know 
what the Nymph is best for? If 
there’s a map with a Gorgon 
on it—they turn creatures to 
stone, and if they turn a flier to 
stone, the [flying creature] falls 
to the ground and shatters. If 
the opponent is creating fliers 
on a map such as that, I'll take 
a Nymph and lure the Gorgon 
near to the opponent’s...fill-in- 
the-blank...whatever structure 
he’s using. Say he’s using a 
Crypt to create Gargoyles. I'll 
lure the Gorgon over there 
and just take off and let the 
Gorgon hang there for a while. 
It’s really fun to see what hap- 
pens.” 


VN: “See? That’s the great 


Guus tt ey 
er 


SES 


ae 


= EMEMY DBDASAL GOLEM HAS 


thing. Every player I’ve found 
who plays the game has a dif- 
ferent strategy that they really 
dig. I've know somebody else 
who does nothing but create 
20 Wizards. They’ve all got 
ranged attacks, so even when 
they start clumping, it doesn’t 
matter. They’ve all got ranged 
attacks. Since there’s 20 of 
them, defense doesn’t matter. 
Wizards are really good on 
maps with a lot of high, broken 
terrain where everybody is 
getting defense bonuses. But 
who cares? You’ve got 
Wizards! 

“So everyone has these cool 
little strategies they’re imple- 
menting and they swear by 
them; they’re just ‘it.’ That’s 
what | like about the game.” 


VN: “Yeah, | Know. It’s just a 
development issue. Our lead 
programmer left the project a 
couple of months ago. So our 
junior programmer, his name 
is Van Dempsey, picked up 
the slack.” 


VN: “Yeah. In fact, we’ve just 
finished up a rev where 
they've been implemented in 
their first incarnation. So the 
computer will use its skills. 


VN: “Oh yeah. Don’t worry. 
The computer will use that.” 
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TLE 1 


All action centers around 
your Bloodforge, the area 
your Basal Golems come 
from. 


“What I thought was cool 
about that game was...you 
could come up with a lot OF 
convoluted strategies...” : 
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ting from a distance. 
Right when they're about 
to attack, you hit the 
Fear and he rums away. 
And you can hit him 
while he runs away. You 
can usually get 10-12 
points of damage on 
somebody without taking 
any. 


VN: “That’s cool. | was just 
thinking that the biggest prob- 
lem for Wraiths is going to be 
Paladins and Clerics. If you’re 
on a lower level where your 
opponent is just making 
Clerics you could probably get 
away with a Wraith and a 
bunch of Ghouls. The Cleric’s 
not going to be able to do 
enough damage to the Ghoul 
to offset the hit points the 
Ghoul is getting back from 
attacking the Cleric. 


CGR: And you're not going 
to be able to get enough 
mana to keep the Cleric 
healed. 


VN: “You’ve got to watch the 
computer. We’ve implemented 
the skills you were talking 
about and we’ve got a situa- 
tion where we have to tone 
down the computer’s Al. The 
computer will store up a bunch 
of mana and sit on it and 
come after you with a Cleric or 
a Paladin and keep healing 
him.” 


CGR: Is there going to 
continue to be a top end 
on the amount of mana 
you can have? 


VN: “Yeah. | want to put a cap 
on it because | think it creates 
a greater sense of urgency. 
We want players to do more 
with their Basal Golems than 
just have them sit around and 
be a mana factory. We want- 
ed to encourage them to make 
higher level characters by 
putting that cap on and mak- 
ing it useless for them to sit 
around collecting mana.” 


CGR: it aiso creates a sit- 
uation that you have to 
manage a little tighter. 


VN: “You can’t get too power- 
ful too quick. All the mana 
costs, all of the experience 
costs, are table based. We’re 
still tweaking that.” 
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lood & Magic has much in 
common with other resource 
management games, but it is 
significantly different from 
the most popular ones 
(WarCraft Il and Command & Conquer) in 
one significant way. Both of those.games 
feature a non-renewable resource that the 
player must accumulate in order to pro- 
ceed further. Once the resource runs out, 
the game becomes a race to see who can 
control their supply better. 

Blood & Magic, on the other hand, fea- 
tures a basic resource (mana) that renews 
itself constantly. Each player is limited to 
300 units of mana at any given time. 
Other mana collected when the player has 
300 units is simply lost. 


The Basic Strategies for Success... 


she possesses and.use it as effectively 
as possible. One way to do this, at least 
in the initial stages of the game, is to 
keep track of how much mana the Basal 
Golems are collecting. When you: go 
through and-ask them to transfer their: 
mana to your Bloodforge, go'through all 
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The strategy, then, is to make sure that 
the mana the player is gathering is con- 
stantly in use. It costs mana to create 
Basal Golems, who then collect additional 
mana. It costs additional mana to have a_ 
Basal Golem turn into a different creature. 
The cost here depends on the power of 
the creature in question. For instance, a 
low-powered higher creature like a 
Warrior costs only 20 mana, while a more 
powerful creature like a Wraith coSts 35. 
Finally, certain special abilities of items or 
creatures cost mana as well. Using a 
Wyrm’s flame or a Cleric’s heal costs five 
mana points while a Paladin’s heal costs 
10 mana. Using the Teleport Tome costs 5 
mana every time it is used. 

It seems like 300 mana is-a large * 
amount to work with, but the truth is-that 
there is a very short distance between 
being maxed oh mana and not having 
enough to do anything with. It is the play- 
er’s job to keep track of the mana he or | 
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of the so that they: are all ready to trans- 
fer mana at-the same time. For this rea- 

son, you'll want to.clump Basal Golems 

together as much as possible. 

Later in.the game, keeping this close of 
a.watch on the Golems will be.impossi- 
ble. The.only defense the player. has is to 
make sure:that mana is. used when the 
300. point-maximum is reached or is in 
danger of being reached. Keep an eye on 
your mana and you will do well in the 
realms that await you. 


hey say the last thing you see before you die 
is a blinding flash of light 
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You've joined Da Wardenz. Big-time, highly trair 


the world from injustice, corruption and global terr 
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bad boy: a fully armored, sophisticated M-13 Predator 


football star and rapper 


“cia rie 


Command the deadly M-13 Predator 
Battletank across 30 mapped and textured 


worm meee 


25 covert, explosive missions in the most 
politically volatile regions in the world! 


2 player head-to-head play or multiplayer 
network in the PC version—up to 8 
players wage war. 


—,_ 


PlayStation 


and the Playstati 
A Enterpris 


Players can create more advanced 
creatures by building different structures. 


3 . EMEMY CLERIC HAS 


BDEEM KILLED. 


ENEMY CLERIC 


“We have somewhere 


VN: “Yep. One of the story- 
lines, the Harvest of Horrors 
story, | wanted to make spe- 
cial by putting in creatures you 
can’t get in the other stories. If 
you play the story Harvest of 
Horrors, it has to do with the 
Goblin King and an old, retired 
hermit. That’s why you get 
characters like Goblins and 
Harpies.” 


VN: “Yep. What happened is | 
found that Harpies and 
Gargoyles were kind of redun- 
dant and the Harpies have an 
extra skill, so why even create 
Gargoyles? They have about 
the same strength and every- 
thing.” 


VN: “They net people. Harpies 
will net someone, and if you 
attack the Harpy, they’ll drop 
the person. If you don’t attack 
the Harpy, it will take the crea- 
ture back to its cauldron and 
drop it in and collect the 
mana. As a player you can do 
a lot of cool things with 
Harpies. You can drop people 
into chasms or drop them into 
rivers and they’ll drown. You 
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can also use Harpies to trans- 
port your own troops. If there’s 
something you can’t get 
across, net your own people 
and then drop them where 
you want them.” 


VN: “Definitely. | started out 
with a list of about 60 or 80 
creatures. | just weaned it 
down by determining each 
one’s functionality.” 


P ENEMY 


DASHL GOLEM HAS 


between 800 and 1500 
original tiles on each 


VN: “Bragging rights. It con- 
tributes to your overall cam- 
paign score. We're still balanc- 
ing that out.” 


VN: “Yeah.” 


VN: “A map editor’s going to 
be tough. One of the things we 
did with the tilesets was 
include a lot of original tiles on 
each map. We didn’t generi- 


KAS DEEN KILLED. 


cize the tiles. 

“Here was my design theory. 
Games like WarCraft or Dune 
Il had generic tiles that func- 
tion well for the game and 
made self-assembly of maps 
or randomization of maps easy 
to do. What | was thinking was 
that a player tends to play a 
game for 30-60 hours regard- 
less of how long they could 
play it. After that the player 
starts looking for the sequel or 
the new thing on the market. 
So | wanted to make the game 
as intense as | could, from 
map to map for those 30-60 
hours to really beef up the 
play experience. What you 
have is a lot of original tiles, 
which prohibit a map editor. 
We have somewhere between 
800 and 1500 original tiles on 
each map, which makes for 
something like 20,000 different 
tiles. 

“| think it’s the largest tile- 
based game ever produced. 
I'm guessing—maybe that’s 
an inaccurate boast, but | 
can’t think of any other product 
that has done what we’re 
doing.” 


BEEM KILLED. 
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CGR: I ike bashing down 
the other buildings. Just 
to do it. 


VN: “It’s fun to bust stuff up.” 


CGR: Sometimes at the 
end of a map, Ill keep one 
enemy alive just so i can 
go bust stuff up and 
explore the map. Or if he's 
got a couple of creatures 
and a building, I try to 
arrange it so that I can 
knock down the building 
and put up a new struc- 
ture first to get the expe- 
rience. 


VN: “One of the things that kind 
of bothered me with WarCraft 
and Command & Conquer a lit- 
tle bit is that they put a timer in 
the game. The timer is in the 
form of limited resources. Once 
you’re out of resources, the 
map is over, basically. So that’s 
why | went with this mana thing 
so that you can take the time to 
explore a map.” 


CGR: Have Interplay or TSR 
been looking over your 
shoulder on this or have 
they given you space? 


REDFANMG TRE 


REAPER 


KINGDOM OF NIX 


VN: “They’ve given us a lot of 
leeway. TSR and Interplay have 
been great. We did a 

lot of things that don’t jibe 

with what has been done with 
TSR products in the past. While 
some of the people at TSR 
were a little...shellshocked or 
gunshy about doing some really 
outrageous things; like the use 
of mana and the introduction of 
Basal Golems that hadn’t been 
introduced in a module; other 
people said ‘This is a really 
grand universe we've created. 
We can push it this way or that 
way.” 


CGR: And you hope that a 
lot of the people at TSR 
are gamers at heart and 
see that mana works in 
terms of game play. 


VN: “Interplay was really instru- 
mental in that. They are really 
hard core gamers there and 
they’ve given us sage advice 
on what works and what does- 
n’t work in the game.” 


CGR: How did you get this 
license? 


VN: “Tachyon Studios started 


developing this title without the 
license and without Interplay 
about two years ago. We were 
about half way or two-thirds 
done with the game and we 
needed a new publisher. 
Interplay saw the game and in 
one day, they signed a con- 
tract with us.” 


CGR: And it became a 
licensed product? 


VN: “They had a TSR division 
at that point, and they were 
sitting there saying ‘Gee, we’re 
playing this really great fanta- 
sy game that is oh-so familiar 
and would be familiar to TSR 
gamers, and we just had this 
TSR deal go through...’ 

The TSR market is one of 
the markets | was targeting 
from the start.” 


CGR: Do you ever feel 
pangs of guilt for having 
this much fun at your 
job? 


VN: “Absolutely not. | feel pity 
for the people who aren’t 
(laughs). Everyone should 
have a lot of fun with their 
lives.” 


he basic creature of Blood & 

Magic is the Basal Golem. 

This is the only type of crea- 

ture your Bloodforge is capa- 

ble of creating. When moving, 

; the Golem looks basically 

humanoid. It’s an average attacker and 
defender, capable of standing up to 
some minor creatures, and in groups, 
capable of taking down more powerful 
attackers. 

Unlike other creatures in the game, 
the Basal Golem has a second form as 
well. When stationary, the Golem turns 
into a pyramid that collects mana, which 
is stored and transferred back to the 
Bloodforge. In this form, the Golem can- 


COMPUTER GAME REVIEW 


The Creatures of Blood & Magic 


not move or attack, but it is more capa- 
ble defensively. In addition to collecting 
mana, Basal Golems can be used to cre- 
ate structures and higher level crea- 
tures. y 

One of these creatures is the Cleric. 
The Cleric is a weaker fighter and a 
worse defender than a Basal Golem, but 
has the ability to heal himself and other 
creatures. Clerics can be created at 
Temples. Paladins can also be created at 
Temples. Like Clerics, Paladins can heal 
themselves and other creatures, but at a 
cost of twice what it costs the Cleric. 
However, the Paladin is a much more 
capable fighter and defender. Paladins 
can also be created at Barracks. _ 


Another creature that can be created at 
a Barracks is the Ranger. A decent fight- 
er, slightly better than a Basal Golem, 
the Ranger has the ability of good move- 
ment and ranged attacks. Rangers can 
also be created at an Arbor Lodge. 

Another Arbor Lodge creature is the 
Nymph. Physically weak, the Nymph is 
capable of luring other creatures into a 
state of non-combativeness. While this 
does cost mana, it can be an effective 
tactic. 

A Runestone grants you Wizards, 
which, like the Ranger, have ranged 
attacks. Weaker than Rangers, Wizards 
have the decided benefit of being much 
cheaper mana-wise to create. 


It's that moment just after you rip it off, when 
the circuits are still pumping ‘cause they 
don't know what hit ‘em, and they've got that 
expression on their face like “Hey that’s my 
arm!”...the first gush of oil from the open 
socket...the lights in their eyes going 
dim...yeah, that’s. when | know...I'm alive. 


Organic Virus Derivatives 
make Lockjaw attack 
without provocation! 


No human being could survive 
Necroborg’s 100,000 Watt 
Electrical Charge! 
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Projectile Warfare: Fireball vs. 
Tetra Basic Acid Spit! 


Ghost of a Ghost 


ll good things must come to 
an end. Not only do we here 
at CGR bid a fond farewell 
to our inestimable leader, 
Steve Honeywell, this 
month, we are also laying to rest the 
Ghost in the Machine column. This will be 
my final regular column. 

There are a number of reasons for this. 
For one thing, the Ghost column takes a 
large chunk of otherwise productive time 
away from me. This is time better spent 
bringing you the latest ‘n’ greatest (and 
sometimes not so great) in the way of 
hardware. For another thing, there are 
three other editors here, Steve Greenlee, 
Frank Snyder and Scott Gehrs, and we 
felt that it was high time they had their 
own space to rant and rave. So, although 
the editorializing will continue, it won’t be 
from me all the time, and it won’t always 
be about hardware. Look to the May issue 
for the shape of things to come. 

So: adios to the Ghost. As I said, I'll 
pop back in from time to time to put in my 
two cents on the hardware market, but it 
will no longer be on a monthly basis. 
Writing this column has been fun, but it 


a “Great Galaxies! I’ve got to get my own 
talk show!” Like Space Ghost, | will return 
to talk about the issues facing the planet 
from time to time. 


Say goodnight, Gracie. 


can be tough coming up with something to 
say on a monthly basis. So it is with some 
relief that I finally put this column to bed, 
turn out the light, and wish it sweet 
dreams on my way out the door. 

Now, on to other things. The review 
you saw in these pages in the February 
issue concerning the PC Flight Force Fire 
Control System was one which I delivered 
without much enthusiasm. I questioned 
InterAct’s quality assurance system, since 
the unit I got didn’t operate properly. 

It seems the folks at InterAct got a lit- 
tle riled about this. They were under- 
standably upset that I would review a 
product that was so obviously not what 
they intended to present me with (I was a 
bit upset that they would send me broken 
product). So they sent me a new one. This 
one also seemed to have problems. 
Hmmm...two in a row? The chances of 
that being the case bordered on astronom- 
ical. Since the problem seemed to stem 
from the FCS’s inability to read the key- 
strokes I was inputting, rather than the 
FCS’s output, I went and grabbed a new 
keyboard. Or rather, I grabbed an old key- 
board. Voila! It worked like a charm. And 
then I got to thinking: was that problem 
just a glitch for that one keyboard? As it 
turns out, no. Y’see, keyboards vary in 
their voltage outputs, and it generally 
breaks down by manufacturer. Some key- 
boards output voltages that are too high, 
others too low. Sure enough, the five Key 
Tronic keyboards I checked out with the 
PC Flight Force Fire Control System 
worked fine, while the three Focus key- 
boards didn’t. I only have one Microsoft 
keyboard here at CGR Central, and the 
PCFFFCS appeared to be compatible. 
However, since I only had one keyboard to 
test with, I’m not sure if it’s applicable to 
all models available from Microsoft. 
<<Warning! There’s a full-blown rant 


about to happen. Please stand clear.>> 
This is the sort of thing that often gets 
overlooked in this industry, and it can 
usually be traced to the fact that it’s real- 
ly hard to test every piece of hardware in 
the world against every other to ensure 
compatibility. In fact, it’s damn near 
impossible. In this case, though, it was a 
pretty extreme oversight. The three key- 
board manufacturers I just listed are the 
top three in the world (okay, maybe top 
five). When you’re dealing with such a 
narrow field, you’d think incompatibilities 
wouldn’t be an issue. So, here’s the bottom 
line: If you own a Key Tronic keyboard, 
the PC Flight Force Fire Control System 
appears to work as advertised. If you own 
a Focus, you'll probably have the same 
sort of frustrating experience that I 
detailed in my review two months ago. 
And, if you use a Microsoft keyboard, 
you'll probably be okay. 

And finally, here’s the news. NEC has 
plans to enter the multimedia monitor 
market with two new digital models, a 15” 
and 17”. They'll be marketed under the 
MultiSync brand line and will be known 
as the M500 and the M700, respectively. 
NEC is currently quoting an estimated 
price of $599.00 for the M500, while the 
M700 should be $899.00. Both will incor- 
porate some fairly modern design ele- 
ments, as well as speakers and a micro- 
phone; the case is designed to “fade” from 
view as you look at it and will be of a shal- 
lower dimension than an ordinary monitor 
to fit on a narrower desk. Also new from 
NEC is a 6x CD-ROM drive, to be called 
the 6V. Before you say it, yes, I know they 
already have a couple of those. What 
makes this one different is that it will be 
IDE;; all of their other 6x drives have been 
SCSI-bus. NEC is boasting access speeds 
of 150ms. No word on the price for the CD- 
ROM drive. - Ted Chapman 
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here are cer- 
tain games 
and instances 
of games that 
go down in 
gaming lore as being 
examples of “the best.” 
Who can forget such 
titles as XCOM: UFO 
Defense and Wolfenstein 
3D, and such instances 
as level six of DOOM II 
and Dev’s Sidestep from 
X-Wing? The mission 
known as Underwater 
Strike is quickly becom- 
ing gaming lore for the 
masses who have played 
Ghost Bear Legacy. 
Those who have survived 
the mission have 
emerged from eight or 
more straight hours of 
playing and replaying 
the mission; it has been 
described as “the closest 
thing to gaming hell I’ve 
ever seen” around the 
Sendai offices. So how do 
you not only survive it, 
but survive it with style? 
You are given no choice in the mat- 
ter as regards the ‘Mech you'll take into 
combat. The Executioner is well-suited 
to the task, though, being a heavy- 
weight all-purpose monument to 
destruction. A humanoid ’Mech is much 
better for navigating among the low 
undersea hills of Thun than a chicken- 
legged Mech. Why? Because the thrust 
created by chicken legs tends to carry 
you up. The Executioner is better-suited 
to this type of mission than, say, a 
Rifleman, because its profile is slimmer. 
This reduces the friction of the water 
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passing around the "Mech, resulting in a 
greater speed-to-weight ratio. The 
weapons loadout is problematic, primar- 
ily because in order to achieve the load- 
out, armor had to be skimped on. 

As you begin the mission, there are 
no enemies in sight and you have 25 
minutes in which to complete your 
assigned tasks. The Wolf Clan is sus- 
pected of using stolen Draconis "Mechs 
in a plan to reduce the Ghost Bear Clan 
to a non-entity. You must locate and 
identify any stolen "Mechs. 

The first thing you should do is link 
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Here’s a screen Ghost Bear Legacy players have been dying (usually more than once) to see: the “Aftermath” screen of 
Mission: Underwater Strike. 


your torpedoes to Firing Chain 3. Your 
PPCs should be linked, two apiece, to 
Firing Chains 1 and 2. Do not expect to 
come out of this mission unscathed. 

The problem with underwater mis- 
sions is that any hole you happen to get 
in your Mech has a tendency to let in 
large volumes of water. This will render 
entire sections of your ‘Mech unusable. 
Also, concussion hits in the wrong 
places can cause greater damage than 
standard hits. The enemy, however, also 
has these liabilities. Use them to your 
advantage: This is the only mission in 
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the MechWarrior 2 series where aiming 
for an enemy’s legs is a stupid idea. Aim 
for the torso exclusively. 

At the beginning of the mission, 
you ll be all alone and will have a short 
time to configure your weapons and 
take stock of your surroundings. Don’t 
waste time, though; you'll have precious 
little of it by the time you're through. 
The key to this mission is to budget 
your time wisely, but not to let time 
stress you out. In case you didn’t notice, 
on dry land you have a hard time 
sneaking up on powered-down ’Mech. 
Underwater, stealth becomes your 
friend. You can practically walk up to 
within 200 yards of a target without 
him seeing you. 

Off to your right is an enemy 
Linebacker. He’s about 800 or 900 yards 
away. Move toward him, following the 
wall and your Nav point. Start ata 
speed of about 28 kph and slowly 
decrease it as you close with him. 
Unfortunately, you won’t know exactly 
where he is, but (if you don’t set off his 
alarm and wake him up) you'll eventu- 
ally see him over the top of the rise he’s 
parked behind. Do not wake him with 
torpedoes; use your PPCs instead. I’ve 
found that he averages between eight 
and 12 full PPC hits (four to six shots 
from your chained weapons) from full 
blue to scrap metal. Despite all the 
noise you'll make, no other "Mechs will 
wake up unless you power your engines 
up to near full. You should take almost 
no damage if you're careful. 

Find Nav Alpha again. If you follow 
the wall in the direction of Nav Alpha, 
you should be able to avoid the Line- 
backer that is shut down about 800 
yards to your left. Follow this path at 
speeds of between five and 25 kph. 
You'll soon pass within shouting dis- 
tance of a Gargoyle, off to your left. This 
beastie should be shown the door using 
two full salvos of torpedoes. Wait until 
you have a lock signal, and fire your 
PPCs at him in between torpedo 
reloads. One hand on the [ENTER] key 
of your keyboard is useful here. Don’t 
power your engines up too high, or 
you ll wake up the whole neighborhood. 

The next section of the mission is 
problematic: You’ve managed to skirt 


The stolen Draconis Victor Mech, sans leg 
and weapons: buh-bye. 
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around a second Linebacker who will 
not wake up unless you do something 
stupid, and there’s a slew of Wolf sub- 
marines ahead of you. My recommenda- 
tion is to leave the Linebacker blissfully 
ignorant and go after the subs. You 
won't complete your secondary objec- 
tives, but unless you’re MechGod you 
shouldn’t take him on. 

The big dilemma of your ensuing 
encounter with the subs is that they 
have big ears. It is nearly impossible to 
sneak up on them. However, they are 
also tremendously large, and have 
incredibly poor eyesight. Find Nav 
Alpha and start moving toward it at 
around 30 kph. Once the subs have 
powered up (there will be two fleets of 
four, so try not to wake the second fleet 


The gargantuan Wolf Subs are big and look 
menacing, but they’re fragile. 


before you’re done with the first), fire 
your PPCs at them until they are in 
range of your torpedoes. Targeting them 
with the torps is a lot easier than trying 
to PPC them to death. Also, keep vary- 
ing your speed and heading; the subs 
have to target by sound and not sight, 
and this tactic appears to confuse them 
greatly. Remember, don’t increase your 
power too much, or every pit bull within 
whistling distance will be vying for your 
throat. Be prepared for the super subs 
that will be in each group; it will take 
at least eight direct torpedo hits to take 
one down. 

Once the subs are all gone, you can 
march right up to the door of the under- 
water arena. Remember your objectives: 
identify, then destroy. There are three 
stolen Draconis Mechs in the arena, a 
Raven, an Atlas and a Victor. 

Thankfully, you can identify them 
even through the walls; just wait until 
each is within range. You don’t want to 
try identifying them in the heat of bat- 
tle. Before you enter the arena area, 
take a moment and jettison the remain- 
der of your torpedoes. Torpedoes are 
worse than useless in the twisting pas- 
sageways of the arena; you can kill 
yourself without help if you accidently 
fire them. If you’ve run through this 
mission before, you'll have noticed that 
none of the stolen "Mechs have any tor- 
pedoes in their arsenals. There’s a good 
reason for this. 

The first "Mech you should deal with 


Proof positive that you can sneak up on an 
enemy Mech: zoomed view of a Gargoyle. 


is the Raven, unless the Atlas is block- 
ing your access to him. It is small and 
carries light weaponry. It also holds an 
enemy pilot who is overeager to prove 
his skills in battle, apparently. Two to 
three chained PPC salvos should show 
him who’s boss. 

The Atlas is more troubling. An 
Atlas ’Mech is five tons heavier than 
your Executioner and is very well 
armored. Add to this equation the 
weapons the Atlas appears to be carry- 
ing: PPCs and medium pulse lasers. 
These are very damaging, a fact I’m 
sure you've noticed. Fortunately, the 
Atlas is ill-suited to navigating the tight 
passageways of the arena, and opprtu- 
nity shots abound while he is busy try- 
ing to clear any bends in the corridor. If 
he manages to get a clear shot at you, 
you're doomed. Try to use the walls to 
your advantage. 

The Victor is only an eighty ton 
"Mech. Before you take him on, remem- 
ber to identify him. The weaponry the 
Victor is kitted out with consists mainly 
of medium lasers. They will damage 
you, and the pilot of the Victor is the 
only pilot smart enough not to chase 
you into the narrow passageways. 
However, he’s not smart enough to keep 
from running in a circle in his small 
section of the arena. Use the slight bend 
in the passage to this area of the arena 
to your advantage: a single PPC shot is 
just small enough to get through and 
score a hit. After enough hits, he will 
come into the hallway, but by then he’ll 
be just about dead. This should be all 
you need to know to be successful. 

- Ted Chapman 


The arena is a nasty little area in which to 
hunt enemy ’Mechs. 
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ver want to be 
a master of 
time and 
space? Well, 
buckle your 
seatbelts and get out 
your supply of bottled 
time. Chronomaster will 
take you to worlds never 
: before imagined. 
The premise of the 
; game is that you are 
Rene Korda, architect of 
pocket universes and cre- 
ator of the space ship the 
Jester. Someone has been 
putting the universes 
into stasis and you have 
been called upon by the 
powers that be to release 
the worlds and unravel 
the ulterior motives 
behind these activities. 
The game begins in the 
Jester. The first thing 
that you want to do is 
call Nizzim Rochter to 
get the information about 
the pocket universes and 
to get the job. When you 
talk to her, be polite and 
try using flattery, it 
always helps. When you have the low 
: down on what’s going on, call Clia T’rifit 
: and reason with him. He’s the creator of 
the pocket universes in question and he 
might assist you in your mission if you 
ask nicely. 


U r 6 5 
The first planet that you will want to 
investigate is Urbs, a lovely planet with 
beautiful gardens and flowing streams. 
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When you get to Urbs, head directly for 
the sculpture garden and pick up some 
rocks as souvenirs, they’re useful else- 
where in the game. Next, you'll see a 
gigantic silver soldier standing in the 
middle of the garden; don’t be shy, go 
talk to him. After all, he’s only a statue 
and he won’t hurt you. You have to get 
him to move because he’s standing right 
where you need to put the resonance 
tracer. You can get him to go away in 
either of two ways, coax him or kill him. 
To coax him you have to go to the Fort 
Battlefield and grab the troopers uni- 
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The sculpture garden is not only beautiful and serene, it also serves a few very important purposes and contains one or 
two items of interest as well. So don’t get too caught up in the scenery. 


form from off of the dead soldier in the 
foreground and put it on. Now you have 
to trick the metalhead into thinking 
that there are invaders so that he will 
move off his duff and allow you free 
access to magnetic north. Grab the flags 
from the battlefield and take them with 
you, Next set up the flag on the flag- 
pole, (pictured above) and then tell the 
statue to move and attack the invaders. 
He will obey and leave you to set up 
your racer on magnetic north. 

If you'd rather kill him, go ahead and 
use some bottled time on the large mis- 


One of the most useful tools that Korda 
can employ in the game is the PDA. As a 
link to the Jester, the PDA can retrieve 
information and even interact with things. 


sile loader at the battlefield. Next, push 
the button to activate it and walk to the 
center of the battlefield where the con- 
trol panel is. Aim with the left button 
until the targeting crosshairs are full of 
circles, then fire it with the right but- 
ton. He’s toast! Go back to the garden 
and do your stuff. 

Now you have to go to the war memo- 
rial museum and open the box on the 
floor next to the guard. Use some polish 
on a rag on the shield to make it shiny. 
Take the shield and use it on the force- 
field guarding the General’s bars. Take 
the bars and put them on your uniform. 


Now you're ready to enter the fort itself. 


The little stand near the moat around 
the fort will recognize your uniform and 
will allow you access to the fort. Take 
the shield again and use it on the 
guards that are in the midst of shooting 
the prisoner. Now, move to the box with 
the letter on it and take the letter; it 
has valuable information in it for later. 
Now you can free the man. Reason with 
him and tell him the truth—he’s a 
friend not an enemy. Move to the eleva- 
tor at the end of the room and use the 
PDA on the touchpad. 

When you get into the control room, 
you will be given a choice of whether to 
save or destroy the world. Be bad and 
destroy it. You will then have to solve a 
puzzle in order to get any further. It 
phases in and out of two different pic- 
tures so it can be confusing. Concen- 
trate on one shape only, the yellow one. 
(Solution shown below). 


While the shapes change and alternate 
between two symbols, if you concentrate 
on one, it will be easier to put the pieces 
together without getting a headache. 


After you have solved the puzzle, you 
will find yourself in the council of the 
elders. They are basically putting you 
on trial. Screw up, or try to threaten 
them and you will die. So as they say, 
be diplomatic until you can find a big- 
ger stick. First bluff them, then give 
them respect. This is the only combina- 
tion that will keep you alive. 


A uoraé#nrnj i 6s 

Now that you have a taste of success, 
it’s time to really get rolling into a 
harder series of puzzles and mysteries. 
Aurans is a world of vast deserts and 
deep canyons that have danger present 
in almost every different area. When 
you first land in the area where mag- 
netic north is located, you will notice 
that there is a Djinn bottle right where 
you need to put the tracer. Go ahead 
and try to take the bottle. When the 
Djinn pops out, be nice and polite. 
Accept their request and when you get 
to your destination, talk to the flying 
carpet. Pick some fruit, grab the animal 
carcass and bring it back to the Djinn. 

After they eat the fruit, one of them 


Although he is rather like an animated 
doormat, the flying carpet will give you 
the clue that you need to defeat the Djinn 
and get them out of your way. Talk to it. 


will fall. Take the turban, say the magic 
words and they will disappear. Set up 
the resonance tracer and take the bottle 
and the rug with you. 

Now you have to go to the canyons. 
Take some bottled time and use it on 
the rocks—they will then fill the sink 
holes. We can’t forget the dreaded 
Ketter Beast in the next area, so use 
some bottled time on the animal carcass 
and throw it to the monster. After he 
chows down, he’ll take off. By now, you 
should feel like a delivery man bringing 
everybody food. Just wait, it gets better. 
You now are free to roam about and 
search the dead nomad, you naughty 
necromaniac! He’s got some tiles as well 
as a turban that you need. In the skull 
bridge, there is a needle that you'll need 
to repair the turban with, but be ready 
to get bitten by the spider in the skull. 
There’s no way around it so just expect 
it. Go over the chasm and then turn to 
your right. Take the feather from the 
bird and put it in your inventory. 


When you get lonely from walking around 
in the desert, you can whip up a conver- 
sation with an inanimate object. Take your 
magic wand and make the sign talk. 


Now go to the sign and use the magic 
wand on it. The sign will then give you 
a hint. After you get your fill of talking 
to the sign, go to the twister canyon and 
talk to the nomad with the nice colorful 
turban. At the plateau landing, you 
need to talk to Arabou the Trader, the 
blind man playing the flute. Take his 
gold and trade the sandals for the magic 
carpet, then tell him that you will trade 
information for goods. Tell him about 
the Ketter beast and then take the 
flute. Grab some more souvenir rocks 
while you're there. Now you're ready to 
head off to the caves. 

Take some of the rocks that you col- 
lected and use the hammer on them to 
make dust, use the magic wand on the 
web. Now take the dust and use it on 
the web. SAVE YOUR GAME NOW! 
Another spider bite is instantly fatal, so 
be ready to load at this point. 

Walk across the web to Korda’s left. 
When you are in the maze, just keep to 
the left, everything that you will need is 
down the left passage. When you get to 
the pool in the next room, take the 
small cloth and dip it into the pool. Now 
go to the Aurans symbol and clean it 
with the damp cloth. Now that the light 
is shining on the symbol, exit through 
the rock wall door. Go to the nomad 
camp and assist when offered to assist 
or advise. 

When you find the man cooking the 
meal, use the feather to cool the fire 


Finally, a place to get a good stiff drink! 
Korda is about to enter the palace. Can 
you make it through the quest in one 
piece? Keep in mind that the palace, like 
most places in Chronomaster, has several 
ways to get to the solution. 


down, and take the offered reward. Ok, 
now that you’ve helped just about 
everybody in the camp, it’s time to get 
into a fight. Put on the turban and use 
the flute on Korda, now go talk to the 
belly dancer and then confront the 
nomad in gold. Telling him the truth 
and then confronting him will get you 
into a fight. Use the sword after he 
takes a whack at you and kill him. Now 
go back to the belly dancer and get the 
veil that she offers. Now go talk to the 
scout and trade with him. 

Next you need to get to the palace. 
Use the UT magic wand on the veil and 
walk down to the bottom of the screen. 
You will end up in the palace. There is 
a beggar woman selling bowls, use some 
gold and buy one from her for a coin. 
Don’t bother with the wealthy oracle 
because he doesn’t really have any use- 
ful information for you. 

Next is the Strange Magician. Pay 
him a coin and he will conjure up some- 
thing rather strange for you. Pick a 
hand and bet ‘yes’, then double or noth- 
ing and bet ‘yes’ again then take off. 
Head into the palace and head down the 
left side corridor. You'll find that there’s 
a man in the pool that doesn’t want to 
get out. There’s a few ways to get him 
out—you can shock him with putting 
bottled time in the pool, or you can talk 
to him and then use the flute. Either 
way, he'll take off so that you can put 
the tiles in the pool where there are 
spaces left out. Now go back and go 
down the right hand corridor. Cool, you 
hit the jackpot! Take the ruby, grab the 
gold coins, push the pedestal to one 
side, push the slab up to the wall, climb 
up on it and enter the hole in the wall. 

Now it gets even better. Korda will 
emerge in a harem of beautiful digitized 
women! Give the nice lady lounging on 
the pillow the Djinn bottle and your list 
of goals and objectives on the world of 
Aurans will come neatly to an end, sav- 
ing one last thing. You have to solve the 
next world key puzzle, the solution to 
which is shown in the picture below. I 
spent about 20 minutes on it. Have fun, 
it’s tough! 


a This is one of the harder puzzies.You must 


use the side pallets to put sections togeth- 
er and then try to fit everything into place. 
This is the only solution possible. 


F ortu nia 

The gambling planet is one of the 
most important areas of the game 
because at the end of this level, Korda 
meets Milo for the first time. Successful 
completion of this world takes careful 
planning and a few hints. When you 
land on Fortuna at the top of the pyra- 
mid, walk to the left past the elevator 
and greet the guard in green. While 
you're there, take a look at the red 
spaceship. 
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ae Within the interior of Fortuna’s pyramid is 


a main elevator that will take you to all 
the levels of the casino and allow you 
easy access to most of the areas. 


Visit the first level of the casino and 
drop a coin or two in the fountain for 
luck. Then head for the slots. Right 
about now you should be getting thirsty 
again, so go talk to the bartender, order 
a drink and talk about the regatta. 
You'll want to buy what’s behind the 
bar, you will also need the camera on 
the table next to the bar. Grab a rab- 
bit’s foot while you're there. 

Head on over to the slot machines and 
use the probability driver on the lucky 
lady next to you. Listen to her advice. 
Now try it on your machine. After 
you ve won your fill, take a trip down- 
stairs to talk to the band. Then go to 
the poker tables and grab any cards you 
see on the floor. Make your way over to 
the security desk and get a conversation 
going. To get the Glifnod, remember to 
pay the gamblers’ debts. Either pay the 


ees The beggar on the train tracks will make 


you rich if you listen to him carefully. 
Beware though, if you breach your agree- 
ment with him, you won’t make it very far. 
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guard or use the PDA on him, it’s fun. 
Go behind the counter, push the button 
and grab the stuff in the box. Go back to 
the dealer and give him the Glifnod, 
take the badge and leave. 

If you want to make some really big 
money, go downstairs to the bum on the 
train platform, (Below left), and head 
back to the Jester, call Tracks and place 
a bet on Car 88 in race 4. You can bet 
all you have because you will win. Go 
back to the beggar and give him his 
share of the loot. 

There’s the problem of the resonance 
tracer not being set up yet. Take care of 
that now. Hop the train by using the 
I.D. badge on the panel next to the gate. 
When you get to the Wild West head for 
the saloon. Next to Sam the piano 
Player, you'll notice the gun on top of 
the piano, go ahead and grab it. Go into 
the saloon and sit down to play some 
cards. You will win if you take two 
cards if you need to; however, if you 
have both aces, cheat. Set up your gear 
and take off. 

Hop the train back to the pyramid 
and go to the level above the main level 
of the casino, at the end of the hall 
behind the far doors, pry off the panel 
and climb the ladder. Near your feet, 
there is a plate which can be removed 
in the floor by using the screwdriver. 
Take the particle decelerator and the 
bucket of blue paint and head back to 
the elevator. A secret door will make 
itself apparent when you head back, so 
enter the room and either shoot the 
large alien or reason with him if you 
have a photo of the officers’ badge. 
Cover the bomb with the trashcan and 
click on the monitor with the probabili- 
ty driver. Note the password, ‘Pasqua 
Wipeout’—its important.Hit the button 
on the third control panel to open the 
landing bay roof. Take the decoder on 
the floor and put it into your inventory. 

Next, go to the saboteurs’ spaceship 
and grab the lockpick, then bend it 
twice with the hammer. Head down to 
the end of the main elevator and take it 
to the second floor. Use the pick on the 
door and either arrest Milo (this ends 
the game), or assist him. If you assist 
him, you will have to solve a puzzle 
which is a repeating pattern increasing 
by one new color every turn. It is a dif- 
ferent pattern every time, so if you have 
trouble with it, you won’t automatically 
lose. If you need to, have a friend write 
the colors down as you go and then read 
them back to you quickly. If you have 
chosen to help Milo, you need to talk to 
him when you return to the landing 
bay, otherwise you will miss informa- 
tion that will keep you from winning 
the game. Use some bottled time on the 
paint bucket and give it to the guard as 
a PDA. He will then open the landing 
bay. Give Milo the accelerator so that 
you can win the race. -Scott Gehrs 
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Completing the First Chapter of The Beast Within. 


| or those of you 
who may be 
experiencing a 
lack of direc- 
tion in the first 
chapter of Gabriel 
Knight: The Beast 
Within, the following 
step-by-step walk- 
through should be a wel- 
comed sight. However, 
once you've completed 
the first chapter, you'll : — : : 

be on your own to solve * om ee ellie ? oe 
the remainder of the i = bes i d 
murder mystery. 
Remember to collect 
everything that isn’t bolt- 
ed down, explore every 
nook and cranny, and be 
sure to ask every single 
question available during 
your conversations with 
other characters (even if 
you've already previously a 4 = 
asked them). And don’t | Sse 
forget that you can com- i | 
bine objects within your 
inventory to create an 
entirely new object. But 
most importantly, save 


Gabriel Knight, successful mystery-adventure writer and amateur homicide investigator, contemplates his next move. 
Should he read the newspaper or write a letter back home to Gracie? You decide. 


your game as often as you can to avoid Ubergrau’s letter informing you of his wolf hair hidden within the grass. 
those undesirable bouts of frustration legal services. Read the note the Return to the front exterior of the farm- 
and rage. Huber’s left for you by the door, then house and enter the garage just to the 
Inside the Huber farmhouse, you'll grab the car keys hanging beneath the left of the Volkswagen. Inside, you'll 
want to open the duffel bag located on mirror. want to use the bag of quick-drying 
the floor by the cabinet and remove the Exit the Huber’s Farmhouse and walk cement to make a small batch of liquid 
letters, wallet and dagger. Exit to the to the right of the screen. You'll see a cement for the cast. Walk back to the 
right of the screen and read the news- patch of mud located in front of the mud patch by the tree and use the 
paper on the kitchen table. Go into your large fallen tree on the righthand side. quick-drying cement with the paw print. 
inventory and read the Grace-to-Gabriel Inspect this patch of mud to discover a You'll have to let the cement set for a 
letter #1, then write her back by click- large paw print (youll want to make a moment or two, so in the meantime, go 
ing on the stationary also located on the cast of this print in a few moments). back to the garage and rinse out the 
kitchen table. When finished, you'll Head toward the tree line in the dis- bucket. Return to the mud patch, 


want to go into your inventory and read tance, then locate and collect the lock of remove the cast of the paw print, then 
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use your keys with the car and head to 
the Hellabrunn Zoo in Thalkirchen. 

At the Zoo, you'll want to read the 
wolf sign and attempt to call the wolves 
to the fence. After making a complete 
fool of yourself, Thomas (the kennel 
keeper) will approach you. Exhaust all 
topics of conversation with Thomas to’ 
learn more about the missing wolves. 
He'll forbid you to see the wolves up 
close, unless of course, he receives spe- 
cific orders to do so over his walkie- 
talkie from Klingmann, himself. 

Afterwards, you'll want to head over 
to Kliingmann’s office to ask the Zoo 
Director additional questions about the 
wolves. Again, you'll want to exhaust 
every topic of conversation, especially in 
this case since you'll be recording it 
with your tape recorder. In order to 
make a splice of this previous conversa- 
tion, you'll need to return back to the 
Huber Farm. Once you've arrived, go to 
your tape recorder and make a splice of 
the Klingmann tape to play “Thomas? 
Herr Doctor Klingmann here. Show our 
wolves to Mr. Knight” (see Splicing Your 
Way Around the Red Tape located on the 
following page). 

Return to the Hellabrunn Zoo in 
Thalkirchen and go to Klingmann’s 
office. Since he’s not in his office at the 
moment, you might want to snoop 
around just a bit. Look inside his over- 
coat to find a receipt with an inverted 
carbon imprint on the backside. Then 
use your newly created Klingmann 
splice tape with the walkie-talkie on 
Klingmann’s desk. Thomas will then be 
instructed to show you the wolves up 
close without a hassle. However, just as 
you re about to leave his office, 
Klingmann shows up and escorts you 
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ait asain tna a ednmenetaaese cadena anon all eee one ori tanoe mea 


ae These fine specimens of Canis Lupus Lupus look quite docile and tame from a safe distance. Up close, 


ae out of plaster of Paris? Quick-drying 
cement will do just fine. You'll find some 
in the garage next to the barn. Make a 
cast of the paw print for future analysis. 


Pall EG 


ae 


you’ll see what big teeth, eyes and ears they have. Say, isn’t that grandma’s walker over there? 
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out. Go over to Thomas who’s waiting to 
show you the wolves in front of the ken- 
nel. After he instructs you not to make 
any sudden movements, he’ll lead you 
inside the kennel. Thomas will call one 
of the wolves over to you so that you 
can get a closer look. Take this opportu- 
nity to read the wolf's tag, then take a 
sample of its hair by petting its coat 
vigorously. Thomas will immediately 
scold you for getting too personal with 
his wolf, Margarite. Then all of a sud- 
den, another wolf appears from out of 
nowhere, growling, which sends Thomas 
and you racing out of the kennel for 
safety. You thank Thomas for his coop- 
eration and promise to put in a good 
word for him with Klingmann. 

Leave the zoo and head back to the 
Huber’s farmhouse. Go inside and use 
the receipt you found in Klingmann’s 
overcoat with the mirror on the wall. 
The backside of the receipt will reveal 
the name of an elite Bavarian hunting 
club. Leave the farmhouse and take the 


...the hair sample 
from the Huber 
farm is unknown... 
possibly...from a 
wolf-dog hybrid. 


car to Ubergrau’s office located off 
Marienplatz. You'll find Ubergrau’s 
office just to the left of the meat mar- 
ket. Meet with Ubergrau and exhaust 
all topics of conversation with him. 
Ubergrau will educate you about the 
hunt club, as well as arrange for you to 
have your wolf samples analyzed over 
at the University biology lab. 

Drive over to the University and see 
Michael at the lab. Give him both hair 
samples and the paw print cast to ana- 
lyze. When he’s finished, he’ll conclude 
the following: The hair sample from the 
wolf at the zoo is definitely wolf (Canis 
Lupus Lupus to be exact); the hair sam- 
ple from the Huber farm is unknown, 
but could possibly be from a wolf-dog 
hybrid or something else that mated 
with a wolf; and the paw print was left 
by a wolf weighing approximately 70 
kilograms, which is abnormally large 
for any indigenous european wolf. 
Michael will then authenticate his find- 
ings and provide you with a report for 
future reference. 

Leave the University and head over to 
the hunt club at Marianplatz. Once 
you've arrived at Marianplatz, you'll 
want to walk to the right of the screen 
until you reach DienerstraBe street. On 
the left side of the street you’ll find the 
post office. Mail your letter to Gracie, 
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ae Once you’ve made your splice tape, you'll 


want to transmit its message over the 
walkie-talkie. 


then continue down Dienerstrabe. 
Farther down, you'll come to the hunt 
club on the lefthand side of the street. 
Go inside and see Xaver at the desk. 
Tell Xaver that you're an avid hunter 
interested in joining their elite hunting 
‘club. However, in order for you to 
‘become a member, you'll have to some- 
how prove your Ritter family lineage to 
him (sounds like the perfect job for 
Ubergrau, your family lawyer). 

Walk back down DienerstraBe to 
Marianplatz and proceed to Ubergrau’s 
office (just keep walking to the right of 
the screen until you reach the meat 
market, then enter the corridor on the 
left). Meet with Ubergrau and ask him 
for a copy of your family tree. He’ll ask 


oe After Thomas lets you into the kennel to 


see the wolves, be sure to grab a hair 
sample for analysis. Nice wolfie. 


you to return later in the day to pick 
them up since it will take several hours 
to locate them. To pass the time as 
quickly as possible, your best bet is to 
drive to the police station and chat with 
the attending officer. He’ll become irri- 
tated with your presence and quickly 
shoo you out of the station. Return to 
Marianplatz and go back to Ubergrau’s 
office. He’ll have your family papers 
ready for you, and will offer his invalu- 
able assistance for the future (you'll be 
seeing a lot of him throughout the 
game). 

Return to the hunt club off 
DienerstraBe and present your family 


ae Go to the University biology lab to analyze 


the wolf samples you’ve collected. 


papers to Xaver. He’ll be impressed by 
your respectable heritage, but apparent- 
ly there’s additional requirements 
involved with becoming a member of 
this elite hunting club. Xaver informs 
you that you must now be formally 
invited to join by an existing member of 
the club. Infuriated by this last minute 
detail, you become hostile with Xaver 
and accuse him of misleading you. 
Attracted by your insolence, one of the 
members of the club accosts Xaver with 
this situation. In response to his expla- 
nation and the fact that you're a mem- 
ber of the prominent Ritter family, this 
mysterious member formally invites you 
on the spot. He shows you in and intro- 
duces you to the other members of the 
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ee As the Ritter’s family attorney, Ubergrau 


will be anxious to do any complicated 
paperwork for you. 


hunting club. Much to your surprise, 
you are reintroduced to Herr Doctor 
Klingmann, the director of the mammal 
division at the Hellabrunn Zoo. 

Alarmed by your presence, Klingmann 
suspiciously leaves in the middle of the 
introductions with another member 
(isn’t it a little odd for a zoo director to 
belong to a hunting club...). The 
remaining members welcome you with 
open arms and propose a toast to their 
newest member. Congratulations! This 
marks the completion of the first chap- 
ter with five more to go. The beast is 
out there and waiting for you to find it. 
Will you have what it takes to confront 
the evil? 


- Frank Snyder 


ah Once you’ve proven your family heritage to 


Xaver, you'll be invited to join the elite 
hunting club. But watch out! You may 
soon become one of the hunted. 
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Deconstructing the 
Vigilance Platform 


and the WEC. 


he traitor in your midst 
turned out to be the per- 
son you would have least 
expected. But she has man- 
aged to escape, and the rebel 
base you've been operating 
from has been decimated. 
Although you cannot be cer- 
tain whether anyone escaped 
from the wreckage, you swear 
upon the graves of those who 
gave their lives for the cause 
that you will destroy the 
WEC’s orbital weapons station 
known as Vigilance Platform. 
The platform has a number 
of levels, and you must destroy 
certain strategic items before 
you can gain access to the 
lower (and more critical) lev- 
els. The base is well-guarded 
by a number of different oper- 
ative types from the WEC. 
Every human guard you 


The targeting computer is your first 


objective. 


encounter within this 
labyrinthine station will be an 
enforcer. Armed with plasma 
guns, they can sap your life 
with only three shots. The ser- 
vomechanisms you will face 
include androids, Vetrons and 
Solartrons. Most will be armed 
with plasma weaponry which 
can take you down from full 
health to corpse in three shots. 
Fire from cover when you can, 
and use your rolling crouch 
wisely. 

Your first objective is the 
targeting computer on level 
six. While the room housing 
the computer is off-limits to 
defensive forces, the corridors 
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While the first level of the Vigilance Platform has excitement and action galore, this level is a cakewalk compared 


to later levels. 


and anterooms that stand 
between you and it are filled 
with a variety of nas- 
ties. Also keep in mind 
that, once the targeting 
computer has_ been 
taken out, the plat- 
form’s central computer 
will override the “no 
troops” order for the 
area. Expect a lot of 
enforcers to beam in. 
Your second target 
is the power reactor for 
the station. This reac- 
tor has a lithium-cooled 
core with a force field protect- 


ing it from tampering. Your 
task is to place a BlastPac 


near the unit and deto- 
nate it. This will shut 
down the coolant flow 
around the core, and 
the reactor will go criti- 
cal five minutes later. 
Because the reactor has 
a protective force field 
around it that cannot 
be damaged by any 
standard projectile 
weapon, you will find 
the area leading to this 
room aswarm with ene- 
mies. 


The final showdown with Major Vargas is best avoided. 


Your final objective is to get 
off the Vigilance Platform in 


Stop the coolant flowing to the 
reactor core with a BlastPac. 


one piece. To do this, you'll 
need to get to the lifepod bays 
on level 12. The traitor, Major 
Vargas, will be patiently 
awaiting your arrival, and she 
will challenge you for control 
of the access card for the last 
lifepod. Do not try to kill her. 
She is wearing a special shield 
that protects her from any and 
all weapons you may be carry- 
ing, and she is armed with a 
high-powered plasma pistol. 
However, she has made the 
fatal mistake of putting the 
keycard down; grab it and run. 
The death throes of the station 
will finish her off. 


-Ted Chapman 
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A huge’ mining corporation has unearthed something unexpected. All they would tell you 


yesterday was that it dated back to | 1,000 B.C. Now, you see it, an ancient Egyptian pyramid 


that seems to reach out to the desert sky like a beacon. Secrets of the Lost Dynasty presents 


a vivid 3-D environment with smooth and realistic movement in which you will explore a 
complex and ancient architecture. : 
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What you get when you mix 
cyborgs ass guns. 
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Modem, serial and network play 
for 8 players on Windows® 95. 


Interior and exterior environments, 
including desert, jungle and arctic. 


Simultaneously control up to 
6 Mayhem Soldiers. 


FREE DEMO at 
www.domark.com or 
our Forum on AOL, 

keyword Domark. 


Blow Some Grey Matter Today. 


Tel: 415.513.8929 


